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When Good 
Games Die — 


The Changing Face of Game Development 


It's hard to think of any form of enter- 

tainment that gives the level of early 

behind-the-scenes access as computer 

gaming. In general, avid gamers 

know a lot more about what's going 

on with upcoming projects than 
movie, book, and comic aficionados. Which is 
really groovy, right? 

Sure it is—when things go right. But when 
the axe falls on a highly anticipated project, 
this inside access can be frustrating. When a 
month like last September happens, being "in 
the know” can be depressing—a number of 
highly anticipated projects fell to the corporate 
axe. Now, you can’t get too depressed when we 


by Denny Atkin 


restarting Middle Earth from scratch. 

The reasons for these cancellations differ. 
Babylon 5 was an ambitious, multi-million-dol- 
lar project that could have been a showcase for 
Sierra's technical talents. However, it was so 
ambitious that it was seeing significant devel- 
opment delays, and as time passed, costs were 
going up. Sierra said it couldn't have made а 
profit on the title. Now, logic would dictate that 
if the program was more than half complete, 
and said program had a very advanced engine 
that could have been reused for future projects, 
it would have made more sense to finish the 
game and make some of the investment back, 
while trying to recoup further expenses with 


When the axe falls on a highly anticipated 
project, inside access can be frustrating. 
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seem to be in the second golden age of com- 
puter gaming. With Age of Empires Il, 
Homeworld, System Shock 2, Tiberian Sun, 
Jagged Alliance 2, MiG Alley, Half-Life, High 
Heat 2000, and a host of other top-notch 
games out there, the biggest question is what 
to buy next. And the great games will keep 
coming. Still, the cancellations do illustrate the 
changing face of the game market, a change 
which could have significant effects on the 
games we see a couple of years down the road. 
The most publicized—and most surprising— 
cancellations came on Black Tuesday, September 
21, when Sierra announced its latest reorganiza- 
tion. Babylon 5, Desert Fighters, Pro Pilot 2000, 
and Orcs: Revenge of the Ancient were all given 
the axe—along with 105 Sierra employees. Sierra 
also announced it was reorganizing itself into 
three business groups: Core Games, Casual 
Entertainment, and Home/Productivity, and 


future titles based on the same engine. But 
logic doesn't always figure in when you're talk- 
ing about public companies, which are more 
often driven more by quarterly results than how 
much money they can make in the long run. 

Even more disturbing were the cancellations 
of Orcs, Pro Pilot 2000, and the relatively low- 
budget Desert Fighters. Sierra cited that these 
didn't meet the company's "success criteria." 
The implication was not that these titles would- 
n't make money, but rather they wouldn't make 
enough money. Sierra seems to be driven 
towards only shooting for titles with the poten- 
tial to be huge successes, eschewing niche 
games that appeal to a smaller crowd and gen- 
erate less revenue. 

All of which wouldn't be nearly as discon- 
certing if Professional Bull Rider and the Field 
and Stream hunting series weren't so proudly 
featured in the same press release that 


announces the cancellations of these games. 

In fact, the prominence of this casual gam- 
ing niche could signal the next evolutionary 
stage of game software development. Look at 
some of the names of the big players now: 
along with Sierra, Interplay, EA, and Eidos, you 
also have Hasbro, Mattel, and Microsoft. As 
Hasbro and Mattel have joined this market 
through acquisitions, we're still seeing lots of 
"traditional" game titles from them. But what 
about a couple of years down the road, if the 
hunting and bull-riding games are bringing in 
double the cash of more serious titles? What 
happens in a future where Sierra's Casual 
Entertainment unit makes more money than the 
Core Games? 

Such a future probably wouldn't be as bleak 
as the doomsayers predict. For instance, follow- 
ing Sierra's last reorganization, UK-based 
Codemasters purchased the former Yosemite 
Entertainment studio and hired back a number 
of its employees. In addition, they resurrected 
Sierra's canned Navy Seals game, and rumor at 
press time was that they were in negotiations to 
pick up Babylon 5 as well. 

So even if the landscape does get more cor- 
porate, and even if the big companies eyeing 
the bottom line start caring more about the 
Wal-Mart crowd than traditional gamers, 
someone will likely jump in to fill the gap and 
create the more traditional titles. And the big 
boys always seem to forget how cyclical the 
market is—who would have imagined RPGs 
would be huge today, two years ago? Smaller 
developers will come around and fill the nich- 
es, and the big boys will jump right back in 
and parrot the successes. 

In the meantime, we can all do our part. 
Invite your Solitaire- and Deer Hunter-playing 
friends over for a rousing game of Half-Life. And 
don't abuse that CD-R drive—every copy you 
make of a serious game means it's that much 
more likely that the next project to be green- 
lighted by the finance suits will involve shooting 
small animals instead of godless communists. m 
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Or, How to Survive in a World of Full of Bozos 


few friends and | were yakking a 
while back about the troubles with 
online role-playing games. Not the 
technical issues so much as the social 
ones. Much bad karma was directed 
at the so-called "powergamers" who 
tend to want to win at any cost, be that 
camping at spawn points or working around 
the system to get other players dead ina 
non-PK environment. We decided that if we 
could only banish these players, or at least 
curb their disruptive behavior, the (online) 
world would be a better place. 
And then the unthinkable happened. 
Someone in our little band of homogeneity dis- 
agreed. “Look,” he said [and | paraphrase], 


by Peter Smith 


share the spawns. If they kill the first bejeweled 
giant rat that spawns, they should allow the 
other group camping the spot to take the next 
spawn. Disruptive gamers don't do this—they 
steal kills if they can, and train more monsters 
in if they can't. In Asheron's Call or Ultima 
Online, a disruptive player will loot your corpse 
rather than lend a hand. Not all disruptive 
players are trying to get ahead, either. Some of 
them just seem to want to make things 
unpleasant for the other players. 

Yes, they pay $10 every month, just like we 
do. But just because you pay the entrance fee 
doesn't give you the right to do whatever you 
want. This applies virtually anywhere people 
gather in a group. Go see a movie and get up 


„when you find... players that realize that 


online games are a cooperative effort, the 


effect is magical. 


“These people pay their $10/month the same as 
us, and they have the right to play the game 
however they want. Its their game too.” 

After a moment of stunned silence, we ran 
him out of town оп а rail, of course. But his 
thoughts, coming as they did from someone 
whose opinion | generally respect, got me to 
thinking. And the more | thought about it, 
the more | decided that we were right and he 
was wrong. 

Granted, we need to change some terms. 
"Powergamer" is overly broad, and there are 
many powergamers who do not actively work 
to ruin other people's fun. So lets swap in "dis- 
ruptive gamers" and then I think the original 
argument is sound. These are the people who 
not only camp at spawn points, but refuse to 


and dance on your seat. Go to a restaurant 
and have a food fight with your buddies at the 
next table. See how much good having paid to. 
get in does you in these cases. The same 
applies to online gaming. The only difference 
is that the populations are so large and num- 
bers of authority figures so small that trouble- 
makers can get away with a lot of BS. Online 
games, by necessity, rely on the players hav- 
ing a sense of common courtesy, and that is 
where the developers just don't get it. Give 
people the anonymity of an online game and 
too often, the sociological constraints that 
guide them in the "meat world" go out the 
window. Developers, you're giving us way too 
much credit. 

And it is such a bloody shame, because when 


you find a group of players that realize that 
online games are a cooperative effort, the effect 
is magical. Each character that we play carries a 
thread behind him or her, and when everyone 
works together those threads are woven into a 
wonderful tapestry. (Blood and ashes! I'm start- 
ing to sound like Robert Jordan. Somebody 
shoot me!) But it only takes a few selfish bozos 
to snarl things up into a tangled mass. What's 
worse is that many of them become quite glee- 
ful when they realize they're upsetting other 
people, which serves as a positive reinforcement 
for more negative actions. In the meanwhile, 
the players that "get it" become frustrated and 
quit. And in the end, you wind up with a game 
that consists of thousands of people playing a 
single player game in the same space. 

Online game developers, you must start 
coming to grips with this ugly aspect of the 
gaming community. Role-players, you have to 
resist the effects of bozos. Don't hesitate to 
lodge complaints, and don't feed the bozo's 
ego by losing it, or worse, by trying to get 
even. That just gives him more incentive. And 
to you bozos out there... get down off your seat 
and quit throwing food around. 


In other news... 

Starfleet Command has proven to be one of 
those games that either leaves you cold, or gets 
under your skin. If you're a fan, you simply 
must visit Starfleet Command Alpha Quadrant 
at http://www.starfleetuniverse.com/sfcaq/. 
You'll find all kinds of add-on missions, mods, 
editors and other neat hacks. Admit it, you 
want to add the Borg to your game, right? Also 
of some interest is the parent site of SFCAQ, 
Starfleet Universe at, obviously enough, 
http://www.starfleetuniverse.com/. 

That's all for this month. As always | invite 
you to send suggestions, comments, and 
foodstuffs to overthenet@cdmag.com. Until 
next time, may your connection be packet 
loss-free! m 
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ON SEPTEMBER 21, SIERRA ANNOUNCED A REORGANIZATION. WHILE 
the basic changes were fairly innocuous—the company has been 
split into three distinct business units—the loss of 105 jobs and can- 
cellation of a few high-profile titles created a substantial negative 
buzz within the game community. 


[above] Sierra President David 
Grenewetzki on Babylon 5. 


Babylon 5, as you may never see it. 
Desert Fighters crashed and burned. 


Ifar right] Orcs: Revenge of the Ancient 
was slain. 
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Sierra gets reorganized 


Sierra President David Grenewetzki said they felt they 
needed to streamline the company. “[Over the years] the 
company grew faster than the infrastructure to help us 
keep track of all of the products in development,” he said. 
He also admitted that the company’s various acquisitions 
and mergers provided too many distractions for people 
from all rungs of the corporate ladder. 

The new infrastructure includes splitting the company 
into three distinct units: Core Games, Casual 
Entertainment and Home Productivity. While the latter two 
will focus on products like Trophy Bass, Ноу/е 5 Casino 
Games and cooking software, Core Games is the division 
responsible for products like Half-Life and Homeworld. 

Led by veteran Sierra staffer Mark Hood, it includes the 
intemal development teams at Dynamix, Impressions and 
Papyrus, plus external projects from developers Valve 
(Half-Life, Team Fortress 2), Relic (Homeworld), Massive 
Entertainment (the upcoming Ground Control) and Troika 
Games (an as-yet unannounced role-playing game). 
According to Grenewetzki, the individual divisions will 
allow Sierra to move quicker into emerging gaming gen- ! 
res, improve efficiency and keep a tighter reign on costs. ! 

Grenewetzki said rapidly escalating costs was the main 
factor that led to the cancellation of Babylon 5: Into the 
Fire, an oft-delayed space simulator based on the popular 
television series that was scheduled for release in early-to- 
mid 2000. With the full involvement of the series’ creator 
1. Michael Straczynski and cast, it was highly anticipated 
by a fervent fan base. | 

When word leaked of the cancellation, that fan base ! 
reacted strongly and swiftly, mobilizing boycotts of П 
Sierra products and sending innumerable messages with | 
topics like "The Sierra Holocaust: The Deconstruction of | 

! 
! 
) 
i 


Babylon 5” to magazines and web sites. Few have even 
seen the game in operation, yet many of these people 

were willing to accept on faith the team would deliver 

everything they promised. 

For the people that have been following this product 
from the day it was announced, they felt betrayed that 
Sierra has taken the game from them. "I (like many) һауе 
been horrified by the abrupt cancellation of the Sierra 
title," one fan said. "They have betrayed—yes, betrayed 
the gamers who have stood behind this game for years.” 

But according to Grenewetzki, it was determined that 
the game could never hope to recover its costs. 
"Forecasting is a black art," he admitted, saying they 
considered the amount of interest on fan sites, feedback 
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from the retailers that talk to their customers, past perfor- 
mance of other titles and their own research. But upon 
crunching the numbers, they had to make a decision. He 
said it wasn't a difficult one. "Sometime they're border- 
line; in this case, it's not a close call." There is a chance 
another publisher will step in and rescue the product, but 
no announcements were forthcoming at press time. 

Other games that failed to meet Sierra's new "success 
criteria" included the flight simulations Desert Fighters 
and Pro Pilot Paradise. Also cancelled outright was Orcs: 
Revenge of the Ancient, a real-time strategy/role-playing 
hybrid game set in J.R.R. Tolkien's Middle-earth universe. 
The game was being developed at Berkeley Systems, cre- 
ators of You Don't Know Jack. 

Finally, the entire team creating another Middle-earth 
product, a massively multiplayer online game, was let go, 
with a new team coming in to replace them and begin 
work anew. "We're not bailing out of the Middle-earth 
market,” Grenewetzki said. "We just didn't feel the direc- 
tion of the game was the right game for the license.” He 
said they are planning to build a newer, more modern 
game with the "right" technology and underpinnings. 
“many of the ideas [from the original design] will get their 
due; we have huge databases of information from fans 
that will not be discarded.” 

We contacted a few of the employees at Dynamix 
who'd been let go, and while no one was willing to risk 
their severance packages by speaking on the record, they 
didn’t appear as bitter as you might expect. They said 
there was little official warning from management that 
this was coming. One pointed out that one sign of the 
impending layoff was a lack of discussions about upcom- 
ing projects at Dynamix. 

More than one admitted the changes made a certain 
amount of business sense, but one in particular felt that 
the high-budget products were poorly managed, and 
that the people responsible for that problem were still at 
the company. 

“At the end of the day,” said Grenewetzki, “we make 
the business work by producing the best games.” But 
we'll never know whether or not the 105 people who were 
let go or games like Babylon 5 would have helped Sierra 
achieve that goal. —5teve Bauman 
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Somewhere behind enemy lines, the U.S. Army's most elite soldiers stand ready for action. 

They're trained, skilled and courageous beyond imagination. They're the Green Berets. 

Spec Ops Il: Green Berets drops you into the world of this uncommon breed of soldier. A world where instinct and action are the only 
ways to survive. Where you eliminate the enemy with a prototype OICW shoulder rifle one minute—and with your bare hands the next. 


Created with the help of the Army's First Special Forces Group and built by the team that invented the commando-shooter genre, 
Spec Ops Il is as real as it gets. From weapons to missions, every detail is designed to create the most intense combat of your life. 


the Green Berets. 
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» LAN or Internet multiplay for up to 16 players. 
» Higher polygon models for extreme realism. 
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Download your FREE demo 
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briefs 


DID walkout soap opera—in late 
September, 30 of the 40 employees 
of Digital Image Design (F-22 ADF, 
Total Air War, Wargasm) walked out 
to join Rage Software. Panic that 
Typhoon: EF2000 3.0 would join the 
list of sims that would never see the 
light of day ensued amongst sim 
fans, but in the end the story ends 
with a happy ending—for some. Two 
ex-DID employees report that Rage 
purchased the DID name and titles in 
development from Infogrames, and 
the 30 employees who “left” are 
now back in the DID offices. The for- 
mer DiDers report that the 10 
employees who didn’t leave DID 
during the walkout are reportedly 
now out of work. Infogrames 
wouldn’t comment on this story at 
press time... 
Activision extended its licensing 
agreement with 
Marvel 
Comics to 


ve want mutants— 


allow it to do an 
unlimited number of games based 
on the X-Men and Blade comics over 
the next three years. First on tap is 
an X-Men game in 2000 for the 
Playstation. If you want to see PC Х- 
Men games, write to Activision, True 
Believers. 


Yosemite? 


ngland buys 

—Sierra's Yosemite 
Entertainment, the original Sierra 
development studio in scenic 
Oakhurst, CA, was a victim of the 
previous Sierra reorganization. Now 
it's back from the dead, thanks to 
Codemasters, a leading UK develop- 
ment house that's anxious to estab- 
lish a presence in the US. First on 
Codemasters USA's plate will be 
Navy Seals, a squad-based tactical 
combat game based on the Unreal 
engine that was cancelled by Sierra 
à few months back. The company 
will also be taking over The Realm, 
Sierra's online RPG. Rumor has it 
that the Codemasters are also in 
negotiations on other projects, 
which could make the, oh, 487 of 
you who wrote in about the cancel- 
lation of a certain space sim, 

happy. 
Pentium—intel’s IA-64 next-genera- 
tion processor will be named 
Itanium, the company announced. 
We guess that tested better than 
Ilver, Atinum, and Old. m 


Sounds worse than 


Need for Speed: 


ver since Electronic Arts started dropping the num- 
bers on the titles to new Need for Speed games, it 

! has become a bit difficult to keep track of which 
titles are totally new games and which are merely add- 
ons. Motor City has generated little hype, and one 
might be inclined to believe that it was one of the lat- 
ter types. Nothing could be further from the truth—not 
only is Motor City an all-new game, it represents the 
most dramatic departure from the traditional formula 
since the series began. 

The Need for Speed games have always been about 
ludicrously expensive exotic sports cars that the aver- 
age player will never be able to afford. Motor City, by 
contrast, goes back to the roots of classic car culture. 
The game strives to recreate the feel of the “grease 
monkey” era—a time when people spent as much time 
under the hood as they spent behind the wheel. Fat- 
fender hot rods, blown muscle cars roaring on open 
headers, and the sleek class and style of the early 
Corvette... these are the cars that player can expect to 
see. The interface pushes the visual style with lots of 
5) chrome, neon signs, and pretty girls who might have 

] walked right off the set of Grease. 

2 Тһе gameplay is a departure as well, with mul- 
tiplayer taking the front seat. The online game will 
feature a “persistent world” twist that is somewhat 
similar to an online version of the High Stakes 
campaign mode, but with a lot more options and 


12] 


arn that Homer—never released а game based on 

his Odyssey. Guess it’s up to Interplay to do it in 

their upcoming real-time strategy game /nvictus: 
In the Shadow of Olympus. Taking up where The 
Odyssey left off, we find that Athena, the goddess of 
wisdom and war, is bragging about her boy Odysseus’ 
victory. Poor loser Poseidon starts telling everyone on 
Olympus that it was all just mortal luck and that 
Athena couldn't do it again in an eon. Athena takes 
that challenge, picking you, a plain mortal, to lead 
through a series of scenarios... err, adventures that will 
end with you attaining demi-god status. Poseidon's so 
confident you'll lose that he’s even offering up some 
real heroes to help you along. 

The game eschews many RTS conventions: gone are 

resource gathering and unit research. The focus here is 
entirely on combat, forming an RPG-like war party that 


Motor (4) 


T-Divel 
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/ 
a more dynamic progression. Players can explore vari- 


ous locations in Motor City, buy and sell cars and 
parts, and meet and chat with other players. Players 


| сап race each other for cash or pink slips, or join а 


sanctioned event to race for prize money. In single- 
player mode, players will be able to engage in instant 
action races, or play a single-player campaign that is 
essentially identical to the online version. 

Need for Speed: Motor City is due to go live this 
winter.—Benjamin Е. Sones 


layers can hang out at "hubs"—various locations around 
Motor City where they can chat and initiate races. 


The game features more of a tactical scale than most 
RTS titles. 


you'll nurture and carry from mission to mission. You'll 
have some 30 unit types straight out of Greek mytholo- 
gy: harpies, gorgons, and the like. You'll recruit units 
as you go along, and they'll add special abilities to 
your war party. There are also those heroes that 
Poseidon provides; out of a possible 10, you'll be able 
to use four in any one battle. Expect the hero list to 
include such familiar faces as Hercules and Achilles 
(watch that heel, man!), complete with special abili- 
ties. Given the combat-oriented nature of the game it's 
nice to hear that they'll be including customizable war 
party formations like wedge, line, and V. 

Not surprisingly, the game will run in 3D, letting 
you spin and tilt the view to your heart's content. 
Surprisingly, though, it will also mix in Voxel technolo- 
gy to help provide a greater level of detail. Another 
interesting twist for an RTS game is the RPG-like inter- 
action with non-player characters, interaction that will 
have repercussion further on down the scenario 
stream. Once you craft your war party in single player, 
you'll be able to take it online for a little human vs. 
human combat. 

Look for Invictus to arrive in stores by chariot this 
Winter. —Scott Udell 


w 
m 


their technology - Armored Fi 
gets the adrenaline fi 


Jerry Wiedewitsch COL (Ref 


Armor, C0 1- pe bk | 


Push to talk 

lets. u coordinate tank battles during 

та > scale | Internet multiplayer combat 
to players] via NovaWorld”. 


Choose from deathmatch, team play, 
capture the flag or cooperative missions. 


ІП A M Gl www.novalogic.com le. 
- THE ART OF WAR" f- 
ш "e і Large & Loud Internet Gaming 4 


NOVAWORLD... 2% 


sand oc Dre Not, ве oio 


TO SAVE THE WORLD, SOMETIMES AN ANGEU МЕЕО5 


S A WORKING-CLASS 


WHO GETS ASKED 
вв MAN UPSTAIRS 
NGETH HIMSELF та 
OME GRAP GOING 
; EARTH." GIVEN THE 
R OF POSSESSION 
NERS AGAINST 
S, HE САМ ENTER 
; DIES OF OVER 40 
: f CTERS AND EXPLOIT 
THEM TO SNEAK, CHARM, 
BATTLE, OR CREATIVELY 
AVOID OTHER SCUM. BUT IT 
TAKES STRATEGY TO DECIDE 


WHICH BODY TO POSSESS... 


jon onm 


: | 
FOR THE SAKE OF G 
VOU GET TO BECOM 


YOUR CHOIG 


i 4 
| 
$ | » 


I$ COMINGS 


ШШШ. M ESSIRH.CON 
ON ON gui 1081 


COPS, DWELLERS, PRIESTS, BEHEMOTHS, BOUNCERS, WAITRESSES, 
PROSTITUTES, SUB-GIRLS, BONDAGE DANCERS, GIGOLOS, DEMONS, 
CHOTS, HIGH PRIESTS, WELDERS, NUCLEAR WORKERS, MEDICS, 
TECHNOCRATS, BARTENDERS, GUN COMMANDERS, DWARFS, PIMPS, 
LICKERS, RIOT COPS, MONSTERS AND ANIMALS 


¢ CONTROL OVER 40 DIFFERENT ORGANIC CHARACTERS. 
*YOUR STRATEGY DEPENDS ON THE CHARACTERS YOU 
GHOOSE. DAN A STREET HUSTLER SNEAK INTO THE 
RESEARCH CENTER? OR 18 A FRONTAL ASSAULT USING A 
GOP A BETTER SOLUTION? 

¢ ALL CHARACTER MODELS HAVE OVER 100,000 
POLYGONS FOR SUPER HIGH LEVELS OF DETAIL. 

$ ADVANCED NEURAL NET Al, GROUP DYNAMICS, AND 
SQUAD TACTICS INSURES THAT DENIZENS OF THE WORLD 
WILL ALWAYS REACT DIFFERENTLY EVERY TIME YOU PLAY. 
4 SKIN STRETCHES SMOOTHLY OVER JOINTS, MUSCLES 
FLEX, AND CLOTHING DRAPES SMOOTHLY. NO MORE 
BLOCKY CHARACTERS. 

+ MOTION CAPTURE AND HAND ANIMATION BLENDED 
USING INTERPOLATION CREATES VIRTUALLY THOUSANDS 
OF MOVEMENTS FOR EACH CHARACTER. 


o Wears 


s USE THE RIGHT TOOL FOR THE JOB. 20+ WEAPONS TO 
CHOOSE FROM)INCLUDING ROCKET-PROPELLED HARPOONS, 
NEEDLE GUNS, LASERS, TRIP MINES, ROGKET LAUNCHERS, 
GRENADES, AND FLAME THROWERS. 

*WEAPONS CREATE LASTING DAMAGE TG THE 
ENVIRONMENTS. WRITE YOUR INITIALS IN THE WALLS WITH 
THE NEEDLE GUN. 

@PINPGINT FIRING ACGURAGY AND LASER SIGHTS MAKE 
TARGETING ENEMIES SIMPLE. 


fealechnology 


e BECAUSE OF THE REVOLUTIONARY RT-DAT 

TECHNOLOGY, YOUR SYSTEM IS CONSTANTLY 

PUSHED TO THE LIMIT. WHILE NEVER SLOWING DOWN 
-EVEN WITH DOZENS, OF CHARACTERS ON SCREEN! 

| @ ENVIRONMENTS FEATURE PORTAL TECHNOLOGY FOR 
SEAMLESS TRANSITIONS BETWEEN THE 14 HUGE WORLDS. 
NO MORE WAITING TO LOAD LEVELS! , 
® STREAMING VIDEO, SPECULAR LIGHTING, j 

MORPHING ENVIRONMENT, AND 3D AUDIO BRING THE 

MESSIAH WORLD ALIVE. 

* SUPPORT FOR ALL MAJOR JD VIDEO AND AUDIO CARDS: 


INTENDED FOR MATURE 
AUDIENCES ONLY 
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Price: $48.99 * Rating 


Die Hard Trilogy 2 


Eidos 


Price: $34.99 * Rating N/ erhaps it is a bit of a cheap shot, but when a game , Harder and Die Hard With a Vengeance—which were 
--------------------------------4 touts the fact that it supports (and benefits from) | apparently named by the same creative staff that came 
ЛЕС NDE ] the use of digital and analog game controllers, up with their lackluster plots. 
MicroProse/Hasbro | light guns, and steering wheels... well, you kind of Games have generally been treated more kindly 
Price: $28.99 * Rating | Н 
| have to wonder. It seems that is what you get when than movies with regards to story content, however, so 
», TIBERIAN 5 | you try to cram three games into one, as Fox did with it would seem reasonable that even a cheesy action 
Westwood/EA | the original Die Hard Trilogy and are now doing with flick could serve as the foundation for a passable 
Price: $39.99 * Rating * the aptly and creatively named sequel, Die Hard | game. Die Hard Trilogy broke its gameplay into three 
Trilogy 2. The original game was loosely based on the | separate components; each based on one of the films. 


| |Р SOUL ре d premise of the first (and by far the best) Die Hard 
Eidos movie and its two unpleasant cousins—Die Hard 2: Die 


The first "act" of the game was presented in the form 
of a third-person action/adventure (heavy emphasis 
| on "action"), the second act was a first-person rail 
shooter (kind of similar to the Police Trainer-style 
arcade games), and the third act was a driving game. 
Die Hard Trilogy 2 represents a monumental leap of 
faith by providing a new and original story... that is 
split into a third-person action/adventure, a first-per- 
son rail shooter, and a driving game. All right, perhaps 
the game represents more of a stumble of faith than a 
leap, but at least they are trying. This time around the 
game is set in Las Vegas, where a group of (wait... you 
will never guess) multinational terrorists conspire to 
once again ruin John McClane's vacation. Perhaps опе 
day the man will learn that he is better off just staying 
home. 

The PlayStation version of the original game sold 
quite well, but in the time-honored tradition of con- 


MicroProse/Hasbro 
Price: $29.99 * Rating 


interplay 
Price; $39.99 * Ratini 


Sierra 
Price: $39.99 * Ratini 


Westwood/EA 
Price: $54.99 * Rating 


Talonsoft 


Д 
| 
] 
| sole ports past, the eclectic assortment of gameplay 
Price: $39.99 * Rating | failed to earn much praise among the PC crowd. We 
! “What do you mean, it's a ten-dollar minimum bet?” will see how much their tastes have changed when Die 
Source: Chips & Bits, Rochester 


999 | (third-person mode) Hard Trilogy 2 ships this fall.—Benjamin E. Sones 
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What to Read? 


Sources of Wargaming Information 


or some reason, I've been hit with the 
urge to build up my board wargame 
collection. ("Wargame,” in the board 
sense, can include sci-fi games; perhaps 
the better term is “Consim,” short for 
conflict simulation.) | don't know why—l 
certainly don't generally have the time or space 
to set them up and play them. Part of it is that | 
just like to study the designs (and | adore 
designer's notes, something relatively rare in 
computer war and strategy games—kudos to 
the Fighting Steel team for theirs), part of it is 
that | like to collect the things, and then there's 


by Scott Udell 


0-87021-050-5), a book you can still find in 
bookstores. This is a serious study on wargam- 
ing, both military and hobbyist, and has a lot 
of information. It has an understandably naval 
flavor, but this is in part because it was the U.S. 
Naval War College that gave wargaming in the 
U.S. a chance in the first half of the century 
Another must-have is James Dunnigan's The 
Complte Wargames Handbook: How to Play, 
Design, and Find Them (Revised Edition, William 
Morrow and Company, Inc., 1992, ISBN 0-688- 
10368-5). For those who don't know, Dunnigan 
was one of the driving forces in board wargam- 


What else is there out there for war and 
strategy gamers to read? 


the little idea that maybe someday | could reju- 
venate my programming skills enough to port a 
game over to the computer. 

Whatever the reason, it's been happening, 
and as part of the effort | re-read an old book | 
have, The Best of Board Wargaming by Nicholas 
Palmer (a book club edition, it has no ISBN, but 
it was published in 1980 by Hippocrene Books). 
The chapter on computers and wargaming is 
almost precious (back then, TRS-80s and tape 
drives were high-end), but it's surprising how 
much of his commentary on wargaming in gen- 
eral is still spot-on. Almost 20 years old, the 
book got me thinking: what else is there out 
there for war and strategy gamers to read? 
Obviously there's a lot about military history 
and strategy and tactics, but what about books 
on the hobby itself? 

One of my favorites is The Art of Wargaming 
by Peter Perla (Naval Institute Press, 1990, ISBN 


ing, designing many, many of the games 
released in the '70s and '80s and still active in 
the community today. Dunnigan's book is more 
of a mish-mash, but generally a very interesting 
one. If you're new to wargaming, the "How to 
Play" chapter will be a big help (it even includes 
“gamey” strategies like how to use the hex grid 
to your benefit). Even better, Dunnigan has 
put the book online; you can find it at 
www.hyw.com/Books/WargamesHandbook/Con 
tents.htm. 

A book that I've enjoyed (and that I've seen 
other wargamers reference) is Robert 
Leonhard's The Art of Maneuver: Maneuver- 
Warfare Theory and AirLand Battle (Presidio 
Press, 1991, ISBN 0-89141-403-7—the book is still 
in stores). While the book talks a lot about 
maneuver theory, | think his discussions on 
wargaming and it's potential dangers (when 
used for serious things like research, leaming, 


or training instead of just "for fun") should be 
read by every designer and wargamer out 
there. (An aside: his thoughts on maneuver 
warfare appeal to me, but they are somewhat 
controversial; for counter-arguments see 
Maneuver Warfare: An Anthology, edited by 
Richard D. Hooker, Jr., Presidio Press, 1993, ISBN 
0-89141-499-1.) 

But what about online? When | was working 
on my "Will the Internet save wargaming?” col- 
umn a couple of months ago | was contacted by 
Russ Lockwood, the President of MagWeb 
(www.magweb.com). He suggested their fee- 
based information source would apply to the 
question. At first, | was a bit skeptical, because 
| thought MagWeb was just a collection of mili- 
tary history articles; interesting, for sure, but 
not wargaming specific. Turns out | was 
wrong—many of MagWeb's archived articles are 
about wargaming in its many forms. I've only 
sampled the archives, and I can tell there's lots 
of interesting stuff here, with more being 
added every day. As noted above, though, 
there is a fee to access the full archive. 

Then there are some of the free wargame info 
sites. Web Grognards (www.grognard.com) has 
a huge archive of wargaming info, although 
most of it is board wargaming related. 
Consimworld (www.consimworld.com) is a 
forum where lots of the names from the 
hobby/industry hang out. A little harder to find 
but very interesting are gamers' reports of their 
"MBX/CPX" (mail battle exercise/command post 
exercise) events they've held online. In such 
events a game master is (usually) the only one 
actually interfacing with the computer, taking 
in orders from and giving out information to 
the gamers (often teams). A fascinating exam- 
ple is The Brunei Affair, located at www.battle- 
front.com/resources/tacops/MBXCPX/mbxaar.ht 
ml. Aside from giving interesting ideas for tak- 
ing your gaming further, such documents are 
just plain fun to read. ш 
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This Time the Hollywood/gaming Convergence is for Rea 


ges and ages ago (at least in computer 
years, which seem to progress twice as 
fast as dog years in terms of genera- 
tions and lifespan), ! applied for a 
technical support position at Sierra On- 
Line. This was a poor match—as a total 
PC novice, | was completely unfamiliar with the 
basics of creating boot disks and excluding 
memory locations, or any of the other tricks a 
seasoned technician would know. But when the 
department lead finally posed his job-deciding 
stumper, it had nothing to do with RAM or 
DMAs, and everything to do with vision. He 


by Cindy Vanous 


least one spin-off game has also appeared. Star 
Trek has spawned boodles, not the least of 
which is Hidden Evil, an action/adventure title 
covered elsewhere in this issue. X-Files, Indiana 
Jones, Men in Black—the games vary wildly in 
quality, but they're always well-pedigreed. 
Some movie companies (Dreamworks, Lucas, 
Disney, and others) have even gone so far as to 
form their own games divisions, to better inte- 
grate and cross-market the two media. 

But such licensed properties aren't really the 
issue here. No, the "movie-ization" of computer 
games is far more prevalent and subtle than 


Now imagine bringing an RPG world to the 
vast mass market of, say, all the people who 


watched or rented Spawn. 


asked me simply how | thought computer 
games would evolve over the next five years. 
And my answer—which won me a working edu- 
cation in the support trenches and a solid start 
in the industry—was that games would evolve 
to be more like movies. 

This answer was correct in the eyes of Sierra. 
As the interviewer informed me, no lesser cor- 
porate personage than their founder, Ken 
Williams himself, had made the pronouncement 
years before that someday, the two media 
would merge. 

Now, ages and ages later, even as | look back 
with the perspective of one who has lived 
through the rise and fall of full-motion video 
and the perennial horror of programmer-quality 
voice acting, | have to say "Ken, you're right.” 

Not exactly in the way that you probably 
imagined, but 100% correct nonetheless. 

Wherever there has been a rabidly successful 
sci-fi, fantasy, or adventure movie or series, at 


that. Let's start, for example, with Origin's 
recent announcement of Ultima Online 2. 
Among the fascinating tidbits of information, 
details about a 3D world with built-in commu- 
nity, and promise of motion-captured anima- 
tion, | made a sobering discovery—Origin has 
asked Spawn creator and merchandising savant 
Todd McFarlane to create some of the realm's 
new creatures. 

Ummm... Todd McFarlane. Does he know 
games from dirt? Maybe, maybe not, but he 
does know how to capture the attention of ado- 
lescent boys and computer geeks alike (at least, 
judging by the number of Spawn action figures 
at the desks of computer professionals every- 
where) and make them buy his products. Which 
reminds me, there are plans for a line of Ultima 
Online 2 action figures. Big surprise. 

Action figures and a movie for Tomb Raider. 
Animated and live-action versions of Wing 
Commander (which | still regard as an honorary 


RPG, though I'd be hard-pressed to tell you 
why). Even the grandsire of pen-and-paper 
role-playing, Dungeons & Dragons, will soon be 
lighting up the big screen in an allegedly lavish 
production starring Jeremy Irons. And I'm will- 
ing to bet a buck-fifty to the first sucker willing 
to take it that the controversial aspects of DÉD— 
including the fact that nature-loving rangers 
can party up with demon-worshipping necro- 
mancers—will be absolutely missing from the 
film version. There may even be a Strong Female 
Character or a Plucky Kid along to increase the 
demographics. Hollywood is a paragon of mass- 
market commercialization, and the game indus- 
try is moving towards Hollywood. 

Why? Consider your own home—most of you 
probably have a television, the electronic spoor 
of the mass market. On that television, you can 
watch broadcast shows, view recent movies, 
and... ahhh, yes, play console games. I'm 
assuming that most of you also have a PC, and 
on that PC, some of you have a video card 
which accepts TV signals. This is a case of 
apples and apples—aside from resolution, 
there's really no difference between a TV anda 
monitor; aside from format, there's little differ- 
ence between a DVD movie and a DVD-ROM. Is 
it any wonder that makers of one media would 
like to appeal to consumers of the other? 

But far more importantly, there's the poten- 
tial for incredible profit. Ponder this—in the 
Ultima Online 2 announcement, Origin casually 
mentioned that they have 134,000 active Ultima 
Online users. With a little basic math and the 
knowledge that UOL's monthly access fee is just 
under ten bucks, this works out to well over a 
million dollars in sales, every single month, for 
a game which is two years old! Now imagine 
bringing that world, or its successor, to the vast 
mass market of, say, all the people who 
watched or rented Spawn. 

At first, | was frightened. Then, | was dis- 
mayed. Now, Га simply like to know how to get 
а sizeable piece of the action. And | don't mean 
selling my account on eBay. ш 
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Flight Sims Versus the Real Thing 
by Denny Atkin 


amers know obsession. No matter 

what the genre, there are certain dis- 

cussions that will engender vehement 

argument. Is turn-based better than 

real-time? Is Diablo a RPG? Is it okay 

to sacrifice realism for gameplay? But 
most flight sim players have a dual or even 
triple obsession—not only with the games, but 
also with aircraft in general, and with military 
history as well. In fact, the most hardcore will 
deny that sims are even games. 

I can blame my obsession on my dad, who 
started taking me to airports when | was barely 
out of diapers to watch planes take off and 
land. Going to visit him at age three in what 


Flight sim players 
have a dual, 

or even triple, 
obsession... 


passed for commuter planes in the late 60's 
(DC-3s and old Convairs) cemented the obses- 
sion. Once | could read, | was devouring books 
by Pappy Boyington, Martin Caidin, Gordon 
Baxter, Ernie Gann, and others. | was never the 
Air Force type, but someday | would fly. | just 
regretted that the excitement of Corsairs, 
Lightnings, Sabres, and Phantoms would always 
be out of reach. 

But in those days, even the science fiction fans 
who knew we'd someday have "personal" com- 
puters couldn't envision the 16-million-color, 3D- 
sound, 60-frames-per-second, flight-stick- 
equipped powerhouses that grace our desks 
today. While most of us will never have the 
chance to take the stick of a real Mustang or 
SuperHormet, we can relive incredible simulations 
of aerial combat in the comfort of our own homes. 

Flight sims capture most of the technical 
aspects, and good deal of the excitement, of 


real flying. But at the same time, the biggest 
danger you're facing is clogged arteries from 
that bag of Doritos you polished off waiting for 
Flight Unlimited Ill to install 

Back in 1994, | got to live the dream of many 
an aviation nut. The US Air Force invited me to 
cover the William Tell weapons competition at 
Tyndall Air Force Base for the late, lamented 
Omni magazine. This trip cumulated with an 
hour-and-a-half ride in the back seat of a 325th 
FW F-15D Eagle fighter. This was an amazing 
experience—afterburner takeoff, tight formation 
flying with another Eagle, mock combat which 
maxed out at 7.8Gs, and even a chance to take 
the controls myself. A breathtaking experience. 

It was also an experience that put sims into 
perspective. The two hours of pre-flight egress 
training (learning how to steer a parachute, 
ejection seat practice, etc.) drove home the 
risks inherent in even routine flying. The situa- 
tional awareness of being able to look around 
for other planes with the good old Mk.1 Eyeball 
was a million times better than the sharpest 
monitor or VR glasses. And my near-blackout 
during the 7* G maneuvers highlighted the 
physical challenges real pilots face. 

But that experience didn't sour me on sims at 
all. | came away with even greater enthusiasm for 
the genre (and an odd tendency to fly around in 
Jane's F-15 in the back seat with autopilot on...). 
It did drive home, however, that much of the nit- 
picking that comes from fellow obsessed flight 
sim fans is pointless. A newbie popping into the 
Internet and reading sim discussion groups will 
quickly come to the conclusion that all sims 
suck—they're all missing vital features, they're 
unrealistic, and unplayable. 

Nothing could be farther from the truth, 
though. Certainly, we should all press for 
improvements in both realism and playability. 
But at the same time, with flight sim develop- 
ment out of vogue amongst major developers, 
it's time for sim players to stop fighting "I'm 
more hardcore than you" nitpick wars and pay 
more attention to what makes sims great. 
Amazing times were had attacking Stukas in 
Their Finest Hour, battling it out with MiG-21s in 


Chuck Yeager's Air Combat, or twisting and 
turning with Richthofen in Red Baron—in EGA, 
on pokey 386SX PCs. We've come a long way, 
and there are even more amazing times ahead 
in the future as hardware improves and design- 
ers grow more experienced. 

However, there are some rocky times ahead. 
The past year has seen the release of some 
amazingly entertaining and realistic simula- 
tions—- European Air War, Falcon 4.0, WW2 
Fighters, and MiG Alley, among others. But the 
deluge of similar simulations into a market that 
hasn't grown as much as other segments made 
for of a number of companies losing money. 
Even the companies that saw profits weren't 
impressed when they compared the cash to what 
they brought in with their 3D shooters and strat- 
egy games. The end result of this has been the 
exit of Activision, Origin, and sim-pioneer 
Dynamix from the flight sim realm. I-Magic no 
longer does boxed sims. Jane's/EA still has the 
very promising F/A-18E in the works, and USAF 
was hitting shelves as this issue went to press, 
but if these products don't perform well, future 
projects may go the way of the sadly cancelled 
A-10. At press-time DID had imploded, and 
Digital Integration was shipping its F/A-18 game 
sans dynamic campaign due to time constraints. 
All this makes for serious contemplation. 

It's not all doom-and-gloom, however. 
Looking Glass, Hasbro/MicroProse, Microsoft, 
EA/Jane's, Empire, DI, and a number of smaller 
companies still have sim products in develop- 
ment. Still, if we're going to continue to see 
“serious” flight sims, it’s time for the market 
to mature. As sims have grown more realistic, 
they've made us experienced players happier, 
but they've scared away new players. And 
sims are expensive to develop. To compete in 
tomorrow's gaming market, sim designers are 
going to need to concentrate as much on 
gameplay and accessibility as on realism. Let's 
hope they find a happy medium that opens 
the market to a wider audience, while contin- 
uing to give us obsessed aviation history fans 
a convincing experience as we dive back into 
virtual history. ш 
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ADimea Dozen _ 


Got a Great Idea for a Game? Think it Through. 


emember when you were a kid and 
you first found out that those nice, 
clean hot dogs you liked so much were 
the product of a sloppy, unhealthy, 
bug infested manufacturing process? 
Game development is pretty much the 
same thing, with fewer pig intestines and more 
Jolt cola. The following is the first in a series 
looking at game development. Entrails and all. 
We had just finished the expansion pack to 
Railroad Tycoon Il. "We" being the six geeky 
guys at PopTop Software. We chose to do the 
expansion pack rather than dive straight into 
the next full title so, with the less intense devel- 
opment of an expansion, we'd have time to 
choose our next title and nail the design down, 


by Phil Steinmeyer 


about as much interest in hunting games as he 
did in personal hygiene. 

Unfortunately, most game ideas are either 
derivative (the game's like StarCraft, but bet- 
ter), lack pizzazz (hey, since that railroad game 
did so well, do a bus game), or are disqualified 
on other grounds, such as poor taste (you 
wouldn't believe how many people wanted our 
next game to be Drug Tycoon). 

We wanted an idea that was pretty original, 
though not so far out as to be tough to convey 
conceptually. It had to target a potentially 
broad market. It had to be a strategy game 
(that’s what we like and are good at). Finally, 
we wanted it to build on RT2’s engine technolo- 
gy, best suited for outdoor large scale manage- 


Everyone likes building games, but the two 
predominant models, set out by Civilization 
and SimCity, have been cloned to death. 
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letting us efficiently jump straight into the next 
game. Of course, the day we finished the 
expansion we were at the same point as four 
months earlier—vague concept outlines and 
mushy ideas. We hadnn't even nailed down the 
topic for the game. 

By conventional wisdom, game ideas are a 
dime a dozen. Anyone even remotely connected 
with a game development shop eventually gets 
hounded by casual acquaintances with "can't- 
miss" ideas. My personal nightmare encounter 
came at a party last summer. With only two 
males at the party, | was obliged to make con- 
versation with a slow-witted good ole boy who 
revealed that he had recently discovered com- 
puter games. He liked both kinds—Deer Hunter 
and Cabela's Big Game Hunter. Then | received 
a 15-minute discourse on how the games could 
be improved; he'd even be willing to help me 
design a better game. Never mind that | had 


ment games. We nixed a lot of ideas early on: 

Railroad Tycoon 3: We're burned out on 
trains for now. Maybe later... 

Some kind of Pirates game: We don't want to 
be known as a Sid Meier remake shop. 

A city construction/building contractor 
game: Did you buy a copy of Acclaim's 
Constructor last year? Neither did anyone 
else—not commercially viable. 

An Ultima IV style RPG:Competitive RPGs 
these days require 30 person development 
teams and $3 million budgets. Maybe when one 
of us hits the lottery. 

And then there were two... 

A Banana Republic game: A building game on 
a country-wide scale, with a healthy mix of Latin 
American-style political backstabbing thrown in. 
Think Fidel Castro meets SimCity 3000. 

1492: Explore, colonize and build up the New 
World. This concept worked well in the past 


with Seven Cities of Gold and Colonization. 

The Banana Republic idea was the first that 
we agreed on. It was original, though not radi- 
cal. Everyone likes building games, but 
Civilization and SimCity have been cloned to 
death. This would be a fresh take on the con- 
cept. Moreover, the Latin American setting 
provides a rich background for the political 
side of the game. Building a prosperous coun- 
try is not enough. You have to bribe generals 
and repress dissidents to avoid a Coup d'état 
or a mass uprising. 

But we were leery of the setting—Americans 
don't care much about the lands south of the 
border. Name three famous Latin American 
leaders, other than Castro. Give up? That's 
because there are no famous Latin American 
leaders other than Castro (well, no really 
famous ones anyway). If people can’t relate to 
the game concept and setting, maybe they 
won't buy the game. 

So we scrounged around and came up with 
the 1492 idea. Everybody studies famous 
explorers in grade school-Columbus, Pizarro, 
Magellan, Cortez—so itt's easy to relate to them 
and the game concept. Plus, the concept had 
worked in previous games—they'd been a lot of 
fun, and sold well. 

We had a meeting to try to flesh out the 1492 
concept. Unfortunately, everything we came up 
with was too derivative of previous games, or 
sounded boring. After a few minutes, the dis- 
cussion stagnated. Then it drifted a bit back to 
Banana Republic, and everyone got excited as 
ideas were rapidly spit out. Logically, we 
thought the general public would be more 
excited by a 1492 game, but every one of us 
was excited only about Banana Republic. 

And so the decision became easy. The artists 
were dispatched to the library to get books on 
Latin American architecture. We started crack- 
ing Juan Valdez jokes and shouting Cuban rev- 
olutionary slogans. And | tried to come up with 
a better working title than Banana 
Republic-after all, there's a clothing store by 
that name with more trademark attorneys than 
we've got total employees. 


Next Time - Design documents are for wimps... ш 
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You're cleared for takeoff. 


We dare you to experience flight simulation so real, it may as well be reality itself. 
We dare you to experience the new FLIGHTSIM YOKE from CH Products. 
You'll aviate, navigate and communicate right through conventional standards and 
climb to new heights of precision performance with absolute control of your elements. 


Take command of your destiny. Get real. Get FLIGHTSIM YOKE. 


[БЕН 


For more information contact us at: 
www.chproducts.com 


Look for our other gaming peripherals 
including joysticks, rudder pedals, 
gamecards, gamepads, and throttles. 


YOKE 


Chips&Bits, Datel Systems, Dominion Multimedia, Electronics Boutique, Fry's Electronics, Falcon Northwest, FlightSim Systems, FlightSim Central, 4 Cds, High Flight, 
J&R Computer World, Marv Golden Sales, Media Play, Micro Center (Mac Too!), Micro-Vu, Musicland, Outpost.com, PC Connection, R.C. Willey, RJ Cooper & Associates, T-Zone Inc. 
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Wipe that stupid grin off your face. 


NHL 2000 


Yow, this is one amazing looking game... 


e tend to look in awe at the graphics and 
W: engines that power all of the 3D shoot- 

ers on the market, but what about sports 
games? Shouldn't they be worthy of worship 
from the fans of flash? Just look at the screen 
shots for NHL 2000: are they amazing, or what? 
Across the board, the games from EA Sports set 
new standards in visual presentation, from the 
way the player's move to their detailed faces 
mapped on the figures. (The full version of the 
game gives you the terrifying option of putting 
your own face in the game. We'll spare the 
world that sight.) 

This generous demo lets you play one full 
game of NHL 2000 with five minute periods, 
using the 1999 North America All-Stars vs. the 
1999 World All-Stars. One limitation: no line 
changes. You are allowed to adjust the various 
rules and skill levels, though. While you can play 
the game with the keyboard, it's probably not 
worth bothering; these are gamepad games, 
folks. The controls are pretty slick, and even with 


L THE соор < патта 
GENRE Sports 
PUBLISHER EA Sports 


REQUIREMENTS P 200 or higher, 32MB 
of RAM 


INSTALL SIZE sive 


К OMMAND 


WITH THE PUCK 
C Pass/face off 
Space Shoot 
X Speed burst 
1 Deke 


WITHOUT THE PUCK 

С Change player 

X Speed burst/check 

Space Hook/hold/block shot 
1 Big hit 


ADDITIONAL CONTROLS 

S Side step 

В Skate backwards 

D Deflection/block shot 


demos’ key commands???requirements 


[LT PAUL KARIYA 
(2) com c 


ne 
ASSISTED BV FLEURY, MACINNIS 
E 


ЕЛ АЛП 
ШШ) REPLAY 


[top to bottom] Doesn't model bruised faces... 
Better looking than the real thing... 

Ouch. That can't be good for the neck. 
Face off time. 


[left] All new stuff! 


the realism set to its lower levels, this game can 
give a challenge to even the biggest sports fans. 

If you're at all interested in hockey, or just 
like looking at pretty 3D accelerated graphics, 
check out this demo. While the full game does 
have its fair share of problems that are mostly 
hardcore in nature, casual fans will likely be too 
busy having fun to notice. 
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Rogue Spear 


It’s time to kill some terrorists 


he sequel to Rainbow Six, Rogue Spear con- 

tinues with the same sort of tactical/first-per- 

son action gameplay pioneered by the origi- 
nal game. Basically you're presented with situa- 
tions, and you need to create plans, equip your 
soldiers and execute the plan. Sounds simple, 
right? Well... these terrorists often know what 
they're doing. And they have a knack for hiding 
in corners and shooting you in the back 

Fans of the original or of Tom Clancy should 
feel right at home with the whole setting. The 
demo presents you with a single mission. In 
Operation: Pandora Trigger (not to be confused 
with “Picasso Trigger,” the legendary b-movie), 
Egyptian extremists have taken over the 


Move 
Crouch 
Peek left/right 
Manipulate environment 


magazine 
rate of fire 
weapon/inventory item 
Sniper 
Select next/previous 
team 
Team hold 


Change ROE mode 
Change ROE speed 
Give GoCode 
Follow 
mode 
Hold 
First/third-person 


GENRE First-person Action 
PUBLISHER Red storm Entertainment 


REQUIREMENTS p200 or higher, 32М8 
of RAM 


INSTALL SIZE noms 


| got your rogue spear right here, terrorist boy. Who wants some? 


Equip your boys and girls with the latest kill-em- 
all gear. 


Museum of Art in New York City. You need to 
take back the building with minimal losses. In 
other words, no hostages should die and try not 
to blow up all the fine pieces of art. Oh, and kill 
all the nasty terrorists. On the easier skill level, 
it's not a particularly tough mission; however, 
ramp up the difficulty and you'll be lucky to 
make it in the front door. Watch out for snipers 
on the balconies, and keep your finger near that 
trigger. There are a lot of terrorists around. 

The demo supports multiplayer as well, so 
log on and give it a shot 


Windows 95/98 

Place the CD disc in your CD-ROM drive. The disc 
will autoplay. If it fails to do so, right click on 
your CD-ROM icon (located in “My Computer”) 
and select OPEN. Double-click the “Install” icon. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cegcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


- 6661 838W323Q . SIWY9 YILNdWOd 
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Age of Wonders 


The Swiss Army Knife of 
strategy gaming 


ment of every fantasy strategy game in 

existence. The long-delayed, eternally in- 
development Age of Wonders has a bit of Heroes 
of Might and Magic, a smidgen of Warlords, 
some Master of Magic... you get the idea. Unlike 
many games jack-of-all trades games, it seems 
to hold together well. 

Structurally, the game follows the standard 
strategy formula. Start with a hero, capture 
some towns and resources, amass an army, соп- 
quer your enemies. The demo gives you a tutori- 


H ere it is, the game that combines every ele- 


It’s conquering time... 


al and a scenario that can be played from multi- 
ple sides. You have limited access to spells and 
units, but it does give you enough meat to form 
an opinion of the game. The full game has 12 
different races, 140 units, 120 spells, a full story- 
based campaign, an editor and lots of multi- 
player options 

So check it out. 

Warning: This is a beta demo. You may expe- 
rience some intermittent problems. On one sys- 
tem, we had some difficulty exiting the game 
properly, requiring it to be shut down utilizing 
the "Close Program" menu you get when you 
press Ctrl-Alt-Delete. 


Manage your towns and set the build queue from 
this menu. 


Congratulations, you're dead. 


К OMMA 


Scroll the map 
Next unit 
Move unit 
Observe enemy movement 
multiple parties or units 
Map level up/down 
Recalls last tip in the Tutorial 


GENRE Strategy 


PUBLISHER Gathering of Developers 


REQUIREMENTS P166 or higher, 32MB of 
RAM 


INSTALL SIZE эмв 


Tachyon: The Fringe 


Flying those unfriendly 
skies... those colorfully 
unfriendly skies 


ended, wheeling-dealing space simulation 

genre is NovaLogic's Tachyon: The Fringe. 
You play... some guy who's voiced by that guy 
from Evil Dead 2, who spends the game flying 


he newest entry in the Privateer-style open- 
Heading off to battle. 


К OMA 


for this type of game, the graphics are snazzy, 
with lots of colored stuff: lasers, nebulae, explo- 
sions, shields... you name it, it'll be present in 
all of its hi-color glory. 

Note: NovaLogic considers this a pre-release 
demo "with some known issues" that they say 
will be address in the final version. We did not 
notice any unusual problems in our testing. 


Credits: 0000 


around taking missions, choosing sides, making 
cash, buying ships, repeat until lightly crispy. 
The demo gives you a few missions to try out, 
and you can also configure your ships with a few 
different weapons and such before heading off 
into battle. This version of the demo has no multi- 
player, but if you go to that menu you can check 
for newer versions by selecting “Update Product.” 
While the game supports a software mode 
(with slightly higher system requirements), 
you'll want a Direct3D-compatible accelerator 
card to get all of the visual goodness. As is usual 


тне GODS. 
GENRE 


PUBLISHER NovaLogic 


REQUIREMENTS P166 or higher, 32MB of 
RAM 


INSTALL SIZE эомв 


space Simulation 


Control craft 
Afterburners 
Increase/decrease throttle 

Fly in reverse 
Match speed of target 
Slide 
Roll left/right 
Fire weapon 
Weapon 1/2 
Toggle link for Weapon 1/2 
Fire both weapons 
Increase afterburner recharge 
Increase shield recharge 
Increase weapon energy 
Transfer energy from front/rear 
shields 
Cockpit view 
External view 
Target view 
Game options 
Objective display 
In-game keychart 


[above] Equip that ship. 
[below] The main interface. 


А12 


Homeworld 


Behold: A heavily hyped 
game makes its demo debut 


game, you'd think we had the Second 

Coming of gaming Or at least StarCraft. In 
reality Homeworld is a thoroughly gorgeous 
real-time strategy game that, at least superfi- 
cially, doesn't deviate far from the standard 
gameplay formula: build, research, blow up. 
While the demo does not have multiplayer, and 
only includes a fairly weak single-player mis- 
sion (as well as a "critical if want to figure out 
how to play this game" tutorial), you can exam- 
ine the multiplayer game by skirmishing against 
a computer opponent. 

The game's big draw, though, is its true 3D 

environments. The battles take place in deep. 


GENRE Real-time Strategy 
PUBLISHER sierra 


REQUIREMENTS римгзз or higher, 32M8 
of RAM 


INSTALL SIZE reve 


ИІ: some of the advanced press for this 


[top] Now that's a space ship. Cue music by... Yes? 


[bottom] The mothership must be protected. 


space, and they've devised an interesting inter- 
face to allow you to move in three-dimensions. 
It takes a bit getting used to, and unfortunately 
you still end up spending an inordinate 
amount of time rotating and zooming around 
trying to find the right way to view the unfold- 
ing action—in this respect, "old-fashioned" 2D 
games like StarCraft and Age of Empires have 
these games beat. 


К O MM 


F Focus 

M Move 

H Harvest 

R Research Manager 
B Build Mmanager 
L Launch Manager 
E Select all visible 
D Dock 

Tab Next formation 
V/C Next/previous focus 
~ Cancel orders 


K Kamikaze 

Home Mothership 
Caps Tactical overlay 
1 Ship special 

5 Scuttle 

[/] Previous/next tactic 


Ooh, pretty. 


The future of real-time strategy, or a confus- 
ing new take on the genre? You decide. 


Delta Force 2 


Campers rejoice—your 
favorite game is back! 


sequel. Delta Force 2 adds more missions 

and weapons, tall grass (for hiding), climb- 
ing, destructible buildings (something you can 
sample in the demo), parachute drops, 50 play- 
er multiplayer, 3D acceleration (for certain 
cards) and improved frame rates. 


0: of 1998s bigger surprises is back with а 


Lots of long-range sniping fun. 


While still more of an action game, the new 
“simulation” elements are welcome. Critics of 
the game seem to focus solely on the game's 
graphic resolution, or its lack thereof; the demo 
supports 1024x768, and it looks fabulous, but 
we'd be curious if there's a machine in existence 
that can run it at a decent frame rate. 


KE COMMANDS н 


Arrows Move 

Shift Walk 

Delete Stand 

End Crouch 

Page Down Prone 
Space Jump 

Ctrl, Left Mouse Fire 
S,Right Mouse Scope 
1 Knife 

45 suppressed 

M4 3 round burst 
Shotgun 

M+ single round 

Drop Satchel charge 
Detonator for Satchel charge 
Grenades 
Backspace/Shift Backspace Cycle/reverse 
cycle weapons 

M New magazine 

C Commander's Screen 
F2 First-person 

F3 Cycle cross-hair 

F4 First Person Gun 

F5 External camera 1 

F6 External camera 2 

F7 External camera 3 
Ға Picture-in-picture 

F9 Forward observer 
F10 Color map 

Fil Elevation map 

F12 Letterbox size 
V/Shift V Increase/decrease resolution 
-/% Zoom map in/out 


OO м س هډ‎ m 


Regardless, the gameplay is terrific, and this 
one mission shows it off quite nicely. 


The demo does not include multiplayer; 
however, you can use the “Update” feature to 
patch the demo when the multiplayer version 
is made available. 

Note: This pre-release demo supports a limit- 
ed number of 3D accelerators; specifically, those 
that possess 32-bit rendering capabilities. These 
include the АТ! Rage Fury and those based on 
the TNT or TNT2 chipsets. You cannot use hard- 
ware acceleration if you have a 3Dfx card. 


Boom, mission over. Everyone is dead. 


h QOD 


GENRE sb Action 
PUBLISHER Novalogic 


REQUIREMENTS p200 MMX, 32MB of 
RAM 


INSTALL SIZE мв 


+ 6661 338W323 . 53У/У9 ui31ndWO2 
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Big, bad, and annoyed. Could this be... Satan? 


Legacy of Kain: Soul Reaver 


Further proof that it really sucks to be a vampire 


around 3D environments killing things, 
exploring, etc. 

Trying to figure out the game based on the 
demo, which lacks much in the way of docu- 


shoes of Raziel, who returns to the land of 


ЕС of Kain: Soul Reaver puts you in the 
Nosgoth to find your creator Kain. You run 


| тне соордо — mentation, isa baffling experience. What we've 
GENRE Role-playing Action gathered is you need to find a staff, run around 
and smack the creatures, impale them, and 
PUBLISHER Eidos Interactive then eat their soul. Or something like that. And 
Р once you've done that їо а few of them, you 
pe IREMENTS P200 or higher, 16MB need to... well, you find a torch in the water, 


light it on some fire source, then place it at the 
base of the statue. And you jump between 
worlds... erm, yeah 


INSTALL SIZE згмв 


K OMMAND 


Options menu 
Glyph menu 
Move 
O/Right Ctrl Rotate camera 
right/left 
Action 
Suck (no, really) 
Jump 
Aim/grapple 
Crouch 
Sneak/face enemy 
High jump 


You've been impaled! 


Here's a thought: game publishers, you want 
people to buy your game, so you release a 
demo. How about telling us how to play it, 
especially when it's not completely intuitive? 
Luckily, we've put together a key list for you. 


Prince of Persia 3D 


Trying to live up to our 
memories of a classic 


played and looked better than it really did— 

our memories turn all of those simplistic con- 
trols, Byzantine interfaces and terrible graphics 
into “incredibly hardcore game experience™.” 

One game that actually stands up pretty well 
is the original Prince of Persia, as it was ahead of 
its time the day it was released. The 3D incarna- 
tion has been getting mixed responses from 
gamers, and while you can read our review of 
the full game on page 90, the demo gives you a 
chance to form your own impression, and more 
importantly see if you have the machine to han- 
dle this bad boy. 

The level in the demo is actually one that's 
found a ways into the game, so there's plenty of 
combat and a nasty timing puzzle (with a 
swinging rope stunt, no less). Keep in mind that 


E THE GOODS а] 
GENRE Action Adventure 
PUBLISHER Red orb Entertainment 
REQUIREMENTS pii/266 or higher, 64MB 


of RAM, 3D Accelerator 


INSTALL SIZE 75мв 


he the good old days of gaming. Everything 


Here's a hint: to make rope jumps, line it up with 
the tassel on your hat. 


it’s one of the smaller levels from the full game; 


d 


Right out of the gate, you're in trouble. 


К OMMA 


Move 
Walk 
Action 
Jump 
Crouch 
Look around 
Draw/sheathe weapon 
Melee weapon 
Ranged weapon 
Attack left/overhead/right 
Block 
Controls and commands 
Quicksave/Quickload 


however, it’s a good indication of the overall 
gameplay. Oh, and the level is extremely pink 
and purple. You have been warned. 


That's gotta hurt.... 


Alk 


Davis takes a fall. 


Madden NFL 2000 


The latest entry in the vener- 
able series is also the best 


impressive. Better yet, he's a blast to play. 

While last year’s Madden was a major leap in 
quality over the previous year’s execrable edi- 
tion, this year's model is better yet. And this 
generous demo lets you play about 20 minutes 


Т: big man is back, and he’s looking mighty 


[above] Interception! 


[below] Jamal Anderson loses his right arm! 


worth of football 

The demo lets you take the reigns of either the 
Atlanta Falcons or the Denver Broncos in the 
third-quarter of the Super Bowl... sorta. It uses 


current players, so the Broncos will have Bubby 
Brister at QB. The score is 17-6 Denver, and they're 
getting the ball. Can you lead the Broncos to vic- 
tory, or stage an amazing second-half comeback 
behind the arm of Chris Chandler and legs of 
Jamal Anderson? Good luck (you'll need it) 

Hint: Make sure to set the length of a quarter 
to 15 minutes if you want a bit more time to 
your demo. 
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Think that'll keep Terrel down? 


GENRE football 


PUBLISHER 


REQUIREMENTS P133 or higher, 32М8 
of RAM 


INSTALL SIZE 25m8 


EA Sports 


Starsiege Tribes 


And nearly a year later, the 
demo finally arrives 


has a loyal following among fans of team- 

based gameplay. It has terrific graphics, 
good network performance and goes out of its 
way to be community-friendly. It’s also one of 
the most highly-pirated games in existence; see 
how some gamers pay back companies that are 
loyal to their fans? 


Te it's had modest sales, Starsiege Tribes 


And a new game is underway... 


The problem the game has (as does this 
demo) is that it’s incredibly intimidating for 
newbies. Expect a lot of frustration as you log 
into the demo servers and routinely get killed, 
called names and all sorts of other things. This is 
where the offline component is missed—you 


К OMM 


Movement 
Jump 
PDA Map 
PDA Objectives 
Chat menu 
First/third-person toggle 
Use pack 
Global chat 
Team chat 
Drop weapon 
Drop pack 
Drop ammo 
Drop flag 
Weapons 
Throw mine 
Throw grenade 
HUD control dialog 
Score list and server menu 


Always try to login to the server with the lowest ping 


really are forced to practice online, and since 
you're entirely dependent on others for your 


Head inside to get new equipment. 


game experience, it can be less than satisfying. 

Which leads into the game's only real flaw. 
Teamplay is fabulous when you play with a 
good team. Trying to log into demo servers and 
find players interested in really... playing the 
game can be tough. (And most were full during 
the days anyway.) But that shouldn't keep you 
from giving either of the two included team- 
games a try. 


THE GOODE | 
GENRE Online Action 
PUBLISHER Dynamix 
REQUIREMENTS P200 or higher, 32MB 


of RAM, Internet connection 


INSTALL SIZE мв 


+ SIWY9 i31ndWO2 


+ 6661 338W323Q 
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AMA Superbikes 


Forget those arcade games; 
this is a motorcycle simulation 


is a motorcycle simulation. If you jump into 

this demo expecting Moto Racer, you're 
going to be in for quite the surprise—good luck 
completing a single lap at good old Mid-Ohio. 

It may not be immediately clear how to start 
a race in the demo, so here's the scoop. If you 
want to qualify, turn on “Qualify” box; in either 
case, click on the "Join Race" button. This either 
sets qualifying times for the other bikers (if you 
didn't choose to qualify), or gets you ready to 
qualify. Once you've done this, now click the 


К OMMA 


Throttle/Brake/Shift help 
Backup bike 
Glance around 
Reset bike 
Look left/right 1 degree 
Center view 
Look into turn 
Toggle HUD 
Change views 


Fs those arcade games, AMA Superbikes 


Here you can configure any controller to your 
heart's content. 


giant "Race" button in the upper-left corner. 
(This doesn't seem as intuitive as it should be.) 

Once you've puttered around the track a bit, 
you might want to venture into the tune-up 
areas. The demo allows you to choose your 
bike, and you can tune the suspension to your 
liking. You can also alter your own appearance 
and change the color of your leathers. More 
importantly, you can configure your con- 
troller(s) to your heart's content; few games 
have as elaborate a control scheme as this one. 
If you find one you like, don't forget to save it. 

The demo apparently supports multiplayer, 
but you need to register on the web site at 
www.motorsi /join. Check out the 
README file for more information. (The web- 
site was down for maintenance during our 
testing period.) 


[above] Entering turn 1... 


[below] Ouch! 


Н OOD 
GENRE Racing Simulation 


PUBLISHER  wotorsims 


REQUIREMENTS pii/266 or higher, 
32MB of RAM, 3D Accelerator 


INSTALL SIZE mme 


кт 8 


Blob man gets ready for his shot. 


Expert Pool 


Enter the realm of smoky 
rooms and sticky floors 


hile pool seems to be one of those “you 
West really play it in person” kind of 

things, computer versions do offer the same 
sort of weird appeal of golf or pinball games. All 
play relatively quickly, and if they have good 
engines, you get a decent simulation, 

Expert Pool seems to have solid ball physics, 
and there are certainly plenty of different game 
types to keep you interested. The demo gives 
you a chance to play 9 ball от Bottle Pool (a 
variant where you place an empty bottle in the 
middle of the table and try not to knock it 


[LISNUTTT Ten Meternick 1@ 


Ooh, getting tricky. 


Be the ball, be the ball. 


down). The full version of the game has 19 dif- 
ferent game types, tournaments, 13 environ- 
ments and most importantly, 3D sound (with 
digitized sneezes to distract you). 

It's too bad that that the game is so... plain. 
The graphics are somewhat primitive, which is 
surprising when you consider it’s from 
Psygnosis, a company oft-criticized for putting 


[above] "Dude, can | have the bottle when 
you're done...." 


[below] Do they serve virtual beer? 


graphics ahead of gameplay. 

Note: Be sure to start the game via the 
shortcut on your "Start" menu. Launching the 
executable directly will generate crashes and 
weird problems. 


Ене соор 2 
GENRE Pool 
PUBLISHER Psygnosis 


REQUIREMENTS P200 or higher, 32М8 
of RAM 


INSTALL SIZE ve 
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Return to Korea in the 
1950's as the UN fights its 
first desperate battle of the 
Cold War. Experience the 
dawn of jet combat, when 
American Ғ865 dueled with 
North Korean MiG15's in a 
place that pilots called 
MiG Alley... 


Includes a complete 
copy of the Central 
Fighter Establishment 
(RAF) strategic assessment of the F86 
versus the MiG 15 — a previously 
secret document that covers Korean 
War fighter tactics written by pilots 
who were there! 


Mig Alley © 1999 Entertainment International (UK) Ltd. 

All rights reserved. Published by Empire Interactive. 
Software © 1999 Rowan Software Ltd. Empire Interactive 
is a trademark of Entertainment International (UK) Ltd. 
Interplay and the Interplay logo are trademarks of Interplay 
Productions. All rights reserved. 


Guaphicatly Outense 

Features Rowan Software's new, advanced 
graphics engine, with support for both 
hardware and software 3D rendering. Over 
150 aircraft can be in the skies at any time. 
Advanced damage model shows realistic 
plane damage. Stunning 3D terrain features 
the oceans, mountains, valleys and lush 
forestation of the Korean peninsula. 


Futi Air Campatgu 
Fighting a real dynamic campaign means 
your actions directly influence the UN 
ground war. If you have trouble in the air, 
expect your boys on the ground to 
experience the same thing. Scaleable 
involvement lets you take part in dogfights 
or manage the entire UN air offensive. 


www.empiretlight.com 


Po GE ду дшн 


Ducvedible Combai 


Experience the most intense dog-fighting 
action the world has ever seen. With 
closing attack speeds of up to 1,000 mph 
and without the luxury of modern guided 
missiles, you will need to wait until the last 
moment before you open fire. Fly ground 
attack missions against targets marked by 
forward air controllers or seen with the 
naked eye without the benefits of GPS and 
today's precision guided munitions. 
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FORCE FEEDBACK 


WWW.microsoft.com/sidewinder 


хе 


Extreme Tr 


Motorcross · F1 Вас 


Microsoft SideWinder Force Feedback Wheel and Force Feedback Joystick bring the bone-shaking 


orceFeedback to PC games. Experience the kick of the afterburners as you punch 
Simulator 2000. Wrench your nervous system as you hurtle your way 


Speed High Stakes. Get your hands around them. If you can. 


marks of their respective owners. Need for Speed and Electronic Arts 


Do UNTO YOUR 
OPPONENTS BEFORE 


THEY DO UNTO YOU. 


Terrorite 


yu % 
up" fip 
Ай 
DUAL STRIKE 


WHO WANTS SOME MORE? 


www.microsoft.com/sidewinder 


цм rate 


Demean 


Microsoft® SideWinder®. Dual Strike helps you humiliate and degrade opponents in tons of action & adventure 
games. The rotating perspective control allows you to look, aim and fire faster. And with a D-pad, programmable 


buttons and two triggers, terrorizing is effortless. 


© 1999 Microsoft Corporation. All rights reServed. Microsoft and SideWinder are either registered trademark or trademarks of Microsoft 
Corporation in the U.S. and/or other countries. 
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WW. Starfleet Command, Interplay has demonstrated 
hat Star Trek titles can also be good games. But they 
had a leg up: they were drawing from a board game with 20 i 


years of polish. The real test will be whether someone can create a 
good Star Trek game from whole cloth. Enter Activision, their 
new 10-year licensing agreement with Paramount, and their 


real time strategy game, Star Trek: Armada. 


drop down menus, health bars 
for shie number key: to unit 
groupings, way points, building queues, unit 
aggression levels, yadda, yadda, yadda. “We've 
programmer. "When | see the 1 got all the best things from real time strategy 
‚ | just want to see more and games,” he explains. There are also some nice 
is the one т anniversary of the additions that will hopefully become standard 
отпеа the deal with Paramount. ! fare. There's a "scout" command that orders а 
n early build of the game running | 


nputer. He's showing а mi nim fabovel Since a Romulan starbase hasn't been shown in Star Trek, here's what 


nulans are teamed up with the Activision thinks they'd look like. [below] Forget pre-rendered movies; 
3 against the Klingons. A Borg cube glow- sequences like this come from the game's engine. 
d r om the inside sits squat and huge 
a = n 1 т ape of Romulan scouts. 


d, rolling the shroud 
belt, and a few 
h blue dilithium crystals. 
a PhD in robotics from Carnegie 
has been instrumental in his 
th Al. He taught briefly before being 
ctly to Activision for his know-how, 


y is starting 
ise find 
earch or higher education for the 
ir lives. He sees more of this as the 
grows and gets more competitive. 
5 demonstrates an interface so 
iliar it's a cli 
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ship to move around and uncover any shrouded 
areas your units haven't visited yet. There's also 
a “hunt” command that will be useful when 
you're mopping up the map looking for those 
last few cowering enemy units. 


Do the miners get Mudd's women? 

Davis explains the basic resource model as he 
points out one of the moons shot through with 
dilithium. “Like when they use a replicator in Star 
Trek, materials aren't really the finite resource. 
It's not the titanium hull that you're worried 
about, it's that you need some crystal to power 
these ships. We use the energy model." So when 
you build a ship or a weapons pod on a space 
station, you pay in dilithium crystals. Freighters 
mine these crystals from moons, which are a 
finite source, and haul them to mining stations 
Meteors can enter some maps to replenish dilithi- 
um if the designers have built them into a sce- 
nario or if they're activated in a random game. 

There are two other resources in the game: 
officers and crew. Officers are almost like farms 
in Warcraft; each ship requires a certain number 
of officers in order to be built, with larger ships 
naturally requiring more officers. The number 
available for each side is hard-coded into each 
scenario, so the designers can use this number 
as a way to limit the size of each side's force 
(which is also a convenient tool to limit polygon 
counts, since Armada uses a fully 3D engine). In 
multiplayer games, the number of officers is 
configurable to keep battles more intimate or to 
leave them wide open. 

Crew, on the other hand, are an infinite 
resource, like the guys with red shirts on the 
original show. When a ship is built, it leaves the 
shipyard fully loaded with crew. When damage 
penetrates a ship's shields, if the ship's life sup- 
port system goes out, or if the ship enters a 
radioactive nebula, crew will die. The Borg are 
also fond of assimilating members of an enemy 
ship's crew. The percentage of a ship's crew 
remaining determines how quickly it fires its 
weapons and repairs its shields. Returning to a 
starbase will restock your crew. Alternatively, 
you can use transporters to shuffle crew from 


one ship to another. In this sense, crew are 
almost like supplies that can be shared among a 
group of ships until they retum to base. 

Davis has paused the game as he explains all 
this. He restarts it to continue his hunt for 
Klingons. When asked if there are variable game 
speeds, he explains that the game only runs at 
one speed because the physics that govern the 
ship movements would get confused at variable 
speeds. What about issuing orders while paused? 
Trey Watkins jumps in. "We do not allow any 
pausing and giving of orders," he says. 

Watkins, the game's lead designer, is a product 
of the UCLA film school and he talks like it. In con- 
trast to Davis’ careful, measured, and almost pro- | 
fessorial descriptions, Watkins speaks with the | 
presumption and authority of a movie director 
explaining his vision. He's been watching from a 
couch while Davis sits at the helm, so to speak, 
playing the actual game. "We definitely want that 
urgency that we felt all the really good real time 
strategy games have, that frantic state where 
there's not too much to do, but enough to do 
where you almost get that ‘am | out of control? — 
no, I'm back in control — | might be a little out of 
control — I'm back in control' feeling. It's kind of 
riding that edge that gets your blood pumping." 


ІШ, warfare-style 


"There's always one more thing you want to do,” 
says Davis, as he builds a pod on his research sta- 
tion. The pod slowly appears on the station's 
spindly arm as if it were being built polygon by 
polygon rather than magically morphing into 
existence, Total Annihilation-style. These pods are 
the equivalent of research in Armada. A player 
can build a research station with five "arms" and 
then a science station with four "arms." At the 
end of each arm, a research pod can be built 
Each pod activates the special weapon for a cer- 
tain class of ship. They're also an Achilles' heel; if 
a pod is destroyed, that class of ships can no 
longer use that their special weapons. Players will 
have to guard their stations well if they want to 
preserve their ships' unique abilities (see sidebar). 
These unique abilities vividly illustrate the 
differences among Armada’s four races. "For 


left] A Federation freighter gathers dilithium. 


[below] In the crossfire. 


instance, the Klingons’ special weapons are just 
big guns,” says Watkins, “The Romulan special 
weapons are back-stabbing weapons that take 
over enemy computers or drain their energy. The 
Federation have more defensive types of things. 
And the Borg, well, they just like to assimilate.” 
Each ship has an energy reserve from which the 
special weapons draw; more powerful weapons 
draw more energy, which regenerates over time. 

“As real time strategy games have evolved 
past the early days of Warcraft and Command 6 
Conquer, we've seen a lot more differentiation 
between the sides," says Watkins. "We've latched 
on to that. Starcraft is a perfect example of really 
doing a great job of differentiating three sides 
and giving the players what they want in terms 
of different tactics. We're taking that to the next 
step. Not only are we differentiating our sides, 
but we're personifying something people have 
seen in popular culture. We're playing on the 
stories they've seen on television and in movies 
It's something that's very familiar." 

Certainly Patrick Stewart as Picard will be 
familiar even to people who may not know the 
Star Trek universe very well. Stewart will be pro- 
viding his voice for his character in the game 
and during the rendered cinematics before and 
after the game. For the Klingons, Michael Dom 
will voice Worf and for the Romulans, Denise 
Crosby will voice Sela. And what about the Borg? 
Well, as long as you've got Patrick Stewart on 
hand, why not bring back Locutus, the "Borg- 
ified" version of Picard? One of the Borg's first 
objectives in the storyline is to take over a 
Federation cloning center and revive Locutus to 
lead their invasion. Who better to take on the 
Federation's premier officer? 


Another day, another Trek twist in time 

Star Trek: Armada begins with a bit of time trav- 
el. The USS Premonition appears from the future 
to war the Federation of an impending Borg 
invasion that will succeed, leaving the entire 
Alpha Quadrant under Borg control. The build 
up and invasion play out over 26 missions, 


The cinematic window (lower left center) will 
automatically track dramatic moments. 
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AVALON HILLS 


юш 


Bring out your inner dictator 


May your wit be as sharp as your sword, because Avalon Hill’s 
Diplomacy has captured the true spirit of the legendary board game. 
You'll start as one of the seven pre-WWI superpowers, England, 
се, Germany, Italy, Russia, Turkey, and Austria-Hungary. These 
political boundaries will become your prey as you negotiate your way to 
the (ор. Beg, threaten, plead and argue your way past nations where 


Smooth. And deceitful. This is a game that can’t be left to chance. 


1999 Hasbro Interactive, Inc. All rights reserved 


friends become pawns and enemies become allies. You'll have to be cunning. 


www.microprose.com 


which Watkins compares to a television season. 
“You have one big story that evolves. You get to 
jump into all the major elements of the story. We 
treat each one as an episode.” The game will go 
through five missions played from the perspec- 
tive of each race and then cap it off with a six- 
mission finale. 

This has given the team some great opportu- 
nities to affect this familiar universe. “We got to 
use all the ideas we've come up with that would 
make a cool episode and put them all together 
into an official Star Trek game,” says designer 
Eric Gewirtz, also a product of the UCLA film 
school. While he was a student, Gewirtz did an 
internship with the director of the first season of 
Voyager while she worked on the show. Although 
the story has been a collaborative effort, the rest 
of the team credits Gewirtz with the basic frame- 
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work. During the course of the game, there are 
subplots involving Worf's efforts to untangle 
some sticky internal Klingon politics and unite 
them against the coming Borg. The Romulans 
will briefly ally with the Borg in exchange for 
their help against the Klingons. The Omega 
Particle, a powerful artifact revered by the Borg, 
is then the subject of a falling out between them 
and the treacherous Romulans. 

In addition to weaving a storyline into the 
Star Trek universe, the Armada team has also 
created some new hardware. Although there are 
numerous examples of Federation ships from the 
official canon for them to use, they’ve had to 
flesh out the other three sides from their own 
imaginations. “We had a lot of opportunity to 
work with the Klingons and the Romulans,” says 
Watkins, "because no one’s ever seen more than 
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two or three of their ships. And starbases, too No 
one's ever seen a Romulan starbase." 

The licensing department at Paramount has 
had to approve their new designs, of course, but 
Watkins says he's pleased with how accommo- 
dating they've been. "I would say 85% of our 
designs were okayed in the first pass." In some 
situations they've been sent back to the drawing 
board. For instance, each race has a super 
weapon. The Klingon super weapon went 
through about four or five iterations before 
Paramount finally approved. "[Our early 
designs] could be too easily construed for other 
races. There were elements that looked Borg-ish, 
a couple of elements that looked a little 
Cardassian. So we went back and pulled those 
elements out and reworked some of the stronger 
Klingon themes, with the more angular p 


The Four Races and their Toys 


it, 


es: a scout, а 


and a "specialty 


about which n 
of that 
defauít weap 
use their s 
battleship 


tainly a forci 


The Federation 

DESTROYER - Anti-matter mines can 

be dropped, which will detonate 

near hostile ships 

CRUISER A - An engine overload 

attack can disable enemy engines for 

a short time 

CRUISER В - The chain 

reaction pulsar bounces off clustered 

enemy ships, getting stronger with 

each bounce 

BATTLESHIP - The corbamite reflector 

will reflect a special weapon back on 

the ship that fired it 

SPECIALTY SHIP 1 - The Mannheim 

Effect briefly cre- 

ates a 


copy 
of the 


target 
friendly ship 

SPECIALTY SHIP 2 ~ The shield disrup- 
tor temporarily lowers the enemy's 
shields 
SPECIALTY SHIP 3 - The energy shield 
converter quickly recharges a tar- 
get's shields 
SPECIALTY SHIP 4 - A point defense 
laser beam destroys incoming torpe- 
do weapons 


estroyer, a 


earch pods to build to activate 


phaser” cruiser, a "photon 
" ship. The player will have to 


special weapon 


sc 


rg player has constructed an 


The Klingons 
DESTROYER - Gravity mines will slow 
down an enemy ship until it can 
return to a starbase to have them 
removed 

CRUISER A - A commando team of 50 
Klingons on a shuttle attaches itself 
to the target and begins an intensive 
boarding attack 

CRUISER В - A lethal contamination 
infects several target ships, disabling 
their life support and slowly killing 
their crew 

BATTLESHIP - The plasma cannon is a 
huge gun that slams a devastating 
attack into its target 

SPECIALTY SHIP 1 - The lon Storm is a 
nebula-like effect that does area 
effect damage 

SPECIALTY SHIP 2 - A rough analogue 
to Warcraft's Bloodlust that improves 
combat ability of several friendly 
ships 

SPECIALTY SHIP 3 - The repulsion field 
knocks the target one screen length 
away and briefly disables its engines 
so it can’t get back 

SPECIALTY SHIP 4 - Microorganisms 
drain the target ship's energy so it 
can't use special weapons 


auto assimilating bore research pod, 


his Cubes will be able to fire an auto 


assimilating bore. if the pod is destroyed, then the player's Cubes will be unable 


to use their bores. 


Note that all sides’ scouts have the same ability. A “detect cloak” pod can be 
cted to allow that player's scouts to see cloaked ships so they can be 


tacked normally. Each "specialty ship" will have four special weapons. Many 


he special weapons are still being 


ресі and most of them don't have 


their final names yet. Below is a list of the weapons in Activision's latest build. 


The Romulans 
DESTROYER - A psychological weapon 
that mutinies half the target's crew, 
so they start fighting the other half, 
inflicting heavy casualties 

CRUISER A - A sensor 

jammer reduces the 

"seeing" range of the 

target 

CRUISER B - A weapons 

jammer that turns off 

the weapons of multiple 

targets 

BATTLESHIP - The shield inver- 

sion sucks shield energy from the 
target and adds it to the Romulan's 
battleship 

SPECIALTY SHIP 1 - A holographic pro- 
jection makes the enemy ships mis- 
take each other for hostiles 
SPECIALTY SHIP 2 - The spy can 
“infect” a ship or building so the 
Romulan player can see what it sees 
SPECIALTY SHIP 3 - A holographic dis- 
guise makes the ship look like any 
other ship 

SPECIALTY SHIP 4 - The phase cloak 
lets the ship move safely through 
obstacles like asteroid fields and 
hazardous nebulae 


The Borg 
DESTROYER - The transwarp drive lets 
the ship teleport itself across the map 
CRUISER A - A special beam attack 
that bypasses the target's shields 
CRUISER B - The 
ship can 
instantly repair 
damage and 
regenerate its 
shields 
BATTLESHIP - The 
auto assimilating 
bore attaches to a 
target and sucks its crew directly 
into the Borg ship 
SPECIALTY SHIP 1 - A computer over- 
ride lets you temporarily control the 
target ship as your own 
SPECIALTY SHIP 2 - The shield remod- 
ulation makes a target ship invulner- 
able for a brief time 
SPECIALTY SHIP 3 - A burst that fires 
damaging beams at all targets with- 
in a certain range 
SPECIALTY SHIP à - Nanites will cause 
the controls and displays on the tar- 
get player's screen to drift erratical- 
ly, obscuring his view and making it 
hard to hit buttons precisely 


The game that left 
the critics speechless... 


...almost. 
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It's the winter of 1944 and WWII is in full swing. The Allied troops are exhausted and the German а 

troops are ready to strike. The fate of the world rests in your hands as you command German or 
American troops in an intense battle filled with sneak attacks, stalwart defenders, spies and saboteurs. f 
With courage, strategy, and nerves of steel, you'll be the one to decide the outcome of WWII! % 
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labove] The color of the shield effect reflects how 
strong the shield is. Іп the cinematic view, Armada 
doesn’t look like your standard RTS. 

[right] The Romulan battleship is the Warbird. 
[below] Space, the crowded frontier. 


and the long neck. Then there was some confu- 
sion about it being a ship that self-destructs 
when it works, so let's not makes it look like 
there's a bunch of crew on it. But all the things 


they pointed out, we ended up agreeing with.” 
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No red shirt ships | 
Star Trek: Armada differs substantially from | 
other real time strategy games in that units аге | 
too important to be regarded as disposable. “It's | 
one of the more innovative parts of our design,” | 
says Davis. "It's not like a lot of the games where ! 
you build 500 grunts, kiss them goodbye, and | 
write the letter to their next of kin right away.” | 
Players can name individual ships. Each ship has ! 
a shield level, which is similar to its health. When | 
shields are damaged, they'll repair at a rate | 
based on the race’s skill at damage control H 
("Klingons suck, Borg rock”) and modified by | 
the percentage of crew alive. But when shields | 
are depleted, damage goes directly to the crew | 
or one of the ship's five systems: shield genera- | 
tors, engines, life support, sensors, or weapons. ! 
| 

| 

| 

i 


When a system is hit, it's unavailable until 
repaired (a little red clock display counts down 
the repair time on the system's red icon on the 
unit information panel). 

"In a typical game," Watkins adds, "you'll have 
20 or 30 units, where in other games you might 
have 60 or 70." This will not only make unit man- 
agement easier, but the use of special weapons as 
well. Ships will also have default weapons. The 
names and specifics for each race will differ (for 
instance, the Klingon disruptor is an analog to the 
photon torpedo), but each ship will use one of the 
three types of weapons: phasers are more accurate 
but less powerful, photon torpedoes are less accu- 
rate but more powerful, and pulse phasers are 
ideal against larger capital ships 

By now, Davis has stumbled across some 
Klingons. The three sides start to mix it up, their 
small familiar shapes twisting around and firing 
beams and torpedoes at each other. It's like any 
well-drawn real time strategy game: little vehi- 
cles locked in the sound and fury of their own 
tiny battle while you peer down from above. 


However, Davis demonstrates that you can zoom 
in for a closer look, as well as slewing the camera 
around to see from different angles. "But in 
addition to giving you the chance to see these 
gorgeous 3D units up close, we've given you a 
chance to play the game in a mode you haven't 
seen before," he says, pointing out a little inset 
window that has been showing cinematic views 
of various events: battles, new ships being built, 
freighters unloading dilithium. A single click on 
the window centers the map on the event. But a 
double-click drops you into the engine as if you 
were playing a space combat sim. 

Suddenly, the size of the different units is 
overwhelmingly clear and the detailed artwork 
for each ship is even more evident. You can let 
the Al move your view around to the most dra- 
matic angles, you can lock onto a single ship, or 
you can take over manually. The interface is still 
fully functional, so you can even play from this 
view. "We're trying to build the conceit that 
you're the admiral and we think this cinematic 
view is a cool innovation that helps this," he 
says. Cinematic views can be saved for any 
game and replayed afterwards like a movie. 


"Multi-resolution mesh”: A new Treknology? 
Activision is using Intel's multi-resolution mesh 
technology (MRM) to automatically scale the detail 
level of their ship models depending on how far they 
are from the viewing point. But the art team is also. 
manually creating lower polygon count models. 
"MRM for a certain percentage [of the different 
polygon counts] works very well," says Watkins 
"It's a very nice clean look. But once you start to 
degrade past a certain level, the technology is such 
that we felt we could do it better by hand." The 
game engine uses Direct 3D for hardware accelera- 
tion, but it will also run in software mode. The mini- 
mum specs are a P166 with 32 MB of RAM, even 
without an accelerator. Star Trek: Armada is sched- 
uled to ship in the first quarter of 2000. m 
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Trek Raider 


left] You will be able to communicate with different crewmembers during each 
mission (upper left-hand corner) in order to ask for advice or assistance. 


[above] Missions will take the player to а Jem'Hadar internment camp, an 
Obsidian Order outpost, and the crash site of this Miranda-class vessel. 


Deep Space Nine: The Fallen is three games in one 


D eep Space Nine: The Fallen is a third-person action game being developed 


. by Benjamin E. Sones 


by The Collective for Simon & Schuster with a couple of distinctive twists. 


A Clancy-esque novel tie-in and a unique guarantee of replayability make this a 


standout offering. 


Most of the members of the Fallen team come from a strong console design 


background—this will be the first PC game, as well as the first Star Trek title, that 


they have worked on. Producer Ken Gordon (Simon & Schuster) will happily jaw 


about the Deep Space Nine: Millenium storyline until someone forces him to stop, 


however, and Creative Director and Collective VP Richard Hare was more than 


happy to pursue discussions into the realm of Star Trek trivia and minutiae. It is 


unclear whether being a fan provides a clear edge when making a Star Trek 


game, but if that is the case, then The Fallen is in good hands. 


Buy the game, read the books 

Simon & Schuster may not be the world's largest 
publisher of entertainment software, but they're 
a large player in the world of book publishing. 
Popular Star Trek writers Judith and Garfield 
Reeves-Stevens are hard at work on a new trilo- 
gy called Millenium, the first book of which is 
due to be released in March of 2000. The book 
posits the existence of three lost red orbs 
belonging to the Pagh-Wraiths, the evil counter- 
parts of DS9's wormhole aliens. The orbs are tied 
to a previously unknown red wormhole, and 
play a part in a Bajoran Ragnarok myth about 
the end of the universe. 

The Fallen is a part of the Millenium storyline. 
Gordon was careful to emphasize that the game 
would not merely recreate the plot of the books, 
but rather tell a different part of the story. The 
books focus on events following the recovery of 


| the orbs, while the game is about the recovery 
| itself. It is not necessary to read the books in 

! order to enjoy the game (or vice-versa), but 

| there is definitely some added story depth for 

| those that do 

) The way the game is structured highlights 

| another interesting idea—when you begin the 

| game you will choose опе of three characters 

1 to play: Sisko, Worf, or Kira. The characters 
have different skills and abilities, of course— 
Kira is agile and stealthy as a result of her 
resistance training, Worf has strong combat 
abilities, Sisko is the most well-rounded—but 
the effects of your choice run deeper than 
that. The overall plot remains the same, but 
each character experiences a different part of 
the story. Level objectives (or entire levels) will 
be different depending on what character you 
choose at the start, providing the game with 
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DS9: The Fallen Interview 


There are countless design decisions that go into 
any game. We cornered Creative Director and 
Collective VP Richard Hare and VP of Production 
Gary Priest to discuss the motivations behind some 
of the critical decisions that were made during the 
production of Deep Space Nine: The Fallen. Check 
out the interview sidebar in our Star Trek Voyager: 
Elite Force feature as well for a look at how two 
developers can take a different approach to similar 
material... 


Computer Games Magazine: “what are 
the advantages of giving the player an established 
character to play as opposed to a new one?” 


Richard Hare: “Mostly that was a personal 
choice, really. We had played a number of Star 
Trek games, and we reached a consensus with the 
design team that we didn’t like the idea of playing 
anonymous characters. We almost felt that we had 
been cheated by not playing the main charac- 
ters... that pushing them into the background 
made them feel kind of ‘tokenized.’ So we really 
wanted to give the player the chance to take con- 
trol of the people that they had seen on the show.” 


Gary Priest: “When you make a game about 
Superman, you want to play Superman. When you 
have a license that has such strong and interest- 
ing characters, why would you want to do any- 
thing else?” 


СОМ: “Why did you go with a third person view?” 


RH: “From a first person perspective it can be 
quite disorienting if you have complex navigation, 


[continued on page 56] 
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[above] Missions will take the player to a Jem’Hadar 
internment camp, an Obsidian Order outpost, and 
the crash site of this Miranda-class vessel. 


[below] The game will have a simple inventory sys- 
tem that includes only items necessary to accom- 
plish each mission. 


strong replayability potential. The team con- 
tends that you will not have experienced the 
full story until you have played through as 
each of the three characters. 


Lights... camera... action! 

The source material that The Fallen builds on 
may be beefy, but Hare wastes no time in 
explaining exactly what kind of game it is. "We 
didn't want to dilute the product so that it felt 
like it didn't really know what it was trying to 
be: ‘Is it an adventure? Is it an action game?" 
It's an action game." 

The game takes place from a third-person per- 
spective, and will consist of about 70% action. 
Aside from combat, the game has a strong focus 
on navigational challenges, and the characters 
will be able to perform a variety of jumping and 
climbing maneuvers. The controls are conve- 
niently streamlined, however—if you walk for- 
ward into a climbable obstacle, your character 
will automatically climb over it (no impassable 
chest-high obstacles in this game). If you walk 
into a wall that has a crawlspace opening in it, 
your character will automatically begin to crawl. 
"Our belief is that unless it is going to be reward- 
ing, automate it." Hare explains. "On the one 


hand you don't want to take interactivity away 
from the player, but sometimes you're just like 
"you know | want to go through that door..." 

Camera control seems fairly polished even at 
this early stage. Generally the camera follows 
your character in an "over the shoulder" view; 
when you enter a tight space it zooms in and 
your character turns transparent. If space gets 
too tight, it merges into a first person view. The 
camera can also be set to follow “rails” in certain 
areas, either to provide a clearer view or for сіп- 
ematic effect (pulling up and back to emphasize 
a precipice, for instance) 

Many of the game's challenges are based on 
overcoming environmental obstacles. Unlike 
many action games, The Fallen will not expect 
you to go it alone, however. You will meet up 
with other characters during missions, and will 
be able to communicate with certain members of 
the crew such as O'Brien (he can help out with 
engineering problems on the station) and Bashir 
(who can send you medical supplies). 

In between missions you will be free to roam 
about the station, visiting "sets" and chatting 
with characters from the show. "It was really our 
system for shielding the gamer from too much 
story—we created a very complex story, an we 
didn't want to cram that down the player's 
throat unless they actually were interested,” Hare 
explains. "So the player has the option of simply 
embarking on the next mission, or they can go 
down to the promenade or to ops and actually 
talk to some of the crew members to find out 
their perspective on events and also get their 
assistance. In that way we also integrated a lot of 
the characters that typically are station-bound 
and wouldn't be able to join you on the missions 
themselves. Quark wouldn't typically join you on 
an away mission because he's not a member of 
the Federation, but at the same time you'll be 
able to get advice from him and perhaps learn 
about some objective that you weren't aware of." 

The game has plenty of potential on its own 
merits, but it will be particularly interesting 
to see whether Simon & Schuster's bid to 
attract a cross-over audience of book fans will 
pan out. The Fallen is scheduled to ship some- 
time next spring. ш 


Ibelow] Many of the sets in the game were recreated 
from stock footage from the show, such as this set 
based on the Defiant's engine room. 


and sometimes it's very hard to judge what you 
can reach and what you can't reach. If you're per- 
forming a maneuver such as a roll... there's issues 
where you wonder what the camera would do. Do 
you spin it around? So basically because we want- 
ed something where the focus of the gameplay 
wasn't purely blasting—we wanted to have this 
great depth in terms of navigation—the natural 
choice was third person, One of the side benefits is 
that we get to show off the actual crewmembers 
themselves. It's a more directorial kind of view— 
more like a show or a movie.” 


CGM: “why the Unreal engine?” 


GP: "The Unreal engine has a very, very powerful 
renderer—i think it's one of the best software ren- 
derers around, so people without 3D hardware can 
actually play this game and have a great experi- 
ence. Also, UnrealEd is one of the best editing tools 
around—it's really enabled the artists and levels 
designers to crank out the levels very quickly." 


CGM: "How do you feel your game compares to 
Raven's Voyager: Elite Force?" 


RH: "i think that they're quite different. 
Obviously we've only seen what everyone else has 
seen on Voyager to date, but for a start | would 
guess that our game is more focused on naviga- 
tional control, and other elements like that. 
Certainly we've spent a long time creating a very 
interesting story, and actually allowing the player 
to play the game from multiple perspectives. So 1 
think they're both going to be very interesting 
products for different reasons. It's good for the 
Star Trek audience, basically, because they'll have 
a choice of two very good games." 
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For those who have not been entirely faithful їп 
following the show, the Dominion is a 
military/trade alliance based in the Gamma 
Quadrant, on the other side of the wormhole 
guarded by the space station Deep Space Nine. 
“Alliance” is something of a misnomer, since 
most of the hundreds of races that compose the 
Dominion are dominated by the changeling 
Founders, kept in line or defended (depending 
on your point of view) by genetically-bred war- 
riors known as the Jem'Hadar. Dominion Wars 
will focus on events surrounding the Dominion's 
invasion of the Alpha Quadrant and takeover of 
Cardassia in the show's fifth season. 


Spent the past three months working on the design 
and a surprisingly slick playable prototype of the 
game to demonstrate the interface and combat, 
and were just gearing up to begin work on an alpha 
version of the game. We visited the Paramount lot 
to take a look at the prototype and chat with Gizmo 
President Gary Wagner about the game. 

At a glance, Dominion Wars has much in com- 
mon with Interplay's recent "classic Trek" tacti- 
cal combat sim, Starfleet Command. The game 
features a 3D engine with a similar look and feel, 
but the game action actually takes place on a 
two-dimensional plane. Wagner calls it a "2.5D 


Battling on the 


Dominion Line 
é қамат ае 


f there were ever a Star Trek spin-off screaming to be made into a tactical 


game of starship combat, Deep Space Nine would be it. That may seem a bit 
incongruous considering the series’ strong emphasis on character-based situa- 


tions, but the season-spanning confrontation between the Federation and the 


mysterious Dominion laid a fairly strong foundation for a strategy game. 


game"—like Starfleet Command, ships maneuver 
and fly around each other in three-dimensional 
space, but movement orders and controls are all 
based in two dimensions, thus reducing the 
complexity. When asked about the merits of fully 
3D space combat, Wagner proposed that the 
benefits gained by a 3D environment fail to jus- 
tify the added complexity that comes with hav- 
ing to control multiple ships with six degrees of 
freedom. It will be difficult to determine how 
much of an impact that extra "D" will have on 
gameplay until the release of Sierra's Homeworld 
(which features fully 3D environments), but cer- 
tainly the success of Starfleet Command would 
seem to validate the claim that 2D space can 
make for a fun game. 

Aside from the superficial similarities, howev- 
er, Gizmo's game takes a very different approach 
than Interplay's. If Starfleet Command was a bit 
like playing a naval simulation in space, 
Dominions Wars could be said to be more like 
Myth in space. The game places a strong focus 
on tactics rather than on micromanaging the 
minutiae of ship operations, and as a result you 
will be able to control up to six ships in combat 
There will be plenty of settings for the player to 
fiddle with—energy allocation, shield manage- 


lieft] Each of the game's four races will have 
between 5 and 6 classes of ship to choose from. 
[above] The Operations and Engineering menus can 
be maximized to access more controls without 
leaving the tactical view. [below] Damage will be 


| visually displayed using a combination of damage 


textures and model deformation. 


like are all handled through "Operations" and 
"Engineering" interfaces—but when you send 

| your ships into the fray, you will not personally 
be hitting the "fire" button. As in Myth, you give 
your units commands and they carry them out 
autonomously, to the best of their abilities. 

The game campaign will span several seasons 
of the show, and will allow you to play as one of 
four races—the Federation, the Klingons, the 
Cardassians, and the Jem'Hadar. As you win mis- 
sions you will accumulate "points," which can be 
spent to requisition new ships, repair the ships 
that you have, and recruit new captains. 
Captains are rated in a number of skills that 
define their tactical, combat, and diplomatic 
capabilities. You will need a captain for each 
ship (up to six) that you command; the "right" 
captain for the job will largely depend on what 
you are trying to accomplish 

While the story is largely linear, the campaign 
progression is not. Players will have their choice 
of missions, and will be able to retreat from mis- 
sions that they are doing poorly on, ostensibly 
eliminating those nasty "I' 


I'm stuck on this mis- 
sion and have to replay it 50 times” blues. 

It’s impossible to predict what is going to 
happen over the course of a development cycle, 
especially when a game is in the preliminary 
stages of production, as Dominion Wars is. Many 
a game that looks good on paper never quite 
manages the transition into an actual product. 
Then again, there are plenty of games that don't 
even look good on paper. ш 
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Battle vour way through vast open areas, 
breach the outer wall in 
city sieges and explore dark dungeons. 
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Available weapons include the hand Phaser, a Phaser compression rifle with a tele- 
scopic sniper mod and the I-MOD weapon built by Seven of Nine as a Borg killer. 


faces. 


In addition to several unique species, look for some familiar Alpha Quadrant 


Send in the Redshirts 


- You've joined Star Trek Voyager: Elite Force by Benjamin E. Sones | 


66 


tar Trek” and “action game” are two phrases that do not get uttered 


together very often—at least not without the accompaniment of a few 


groans. Certainly the shows had their brief adrenaline moments, some more than 


others (none of the spin-off series to date has quite reproduced the fervor of 


William Shatner’s fisticuffs). When you get down to it, though, even the more 


action-oriented shows based on Gene Roddenberry’s universe tended to focus on 


the cerebral rather than on the visceral. 


It may then come as a bit of a surprise that 
Star Trek Voyager: Elite Force is not alone on the 
roster of Star Trek action titles in development 
(be sure to check our preview of Deep Space 
Nine: The Fallen elsewhere in this section). Even 
more surprising is that both games look quite 
promising. Elite Force developer Raven Software 
has a long track record of creating complex 
action games, often building on engines 
licensed from id Software. This title is no excep- 
tion—it will be the first non-id title to make use 
of the Quake III Arena engine (assuming that 
Heavy Metal F.A.K.K.2 doesn't ship first) 


Something for everyone 
Raven is emphatic in their claim that Elite Force 
will be more than merely "Quake in Star Trek 
Clothing." With a steady supply of reference 
material from Paramount and the help of Rick 
Sternbach (one of the lead illustrators on the 
television show), the team has labored to accu- 
rately recreate the look and feel of Voyager, 
even going so far as to research minor details 
(the Borg shield effect, for instance) by watch- 
ing frame-by-frame show footage. 

The premise of the game is relatively straight- 


forward—you get to take on the role of a fiction- 
al member of the Voyager's crew (all the charac- 
ters are fictional, if you want to get technical, 
but this character does not appear in the show). 
You can be either male or female—Alexander or 
Alexandra Munro, depending on your personal 
preference—and you are the second in command 
of Voyager's "Hazard Team," a crack security 
outfit assembled by Tuvok to deal with high-risk 
situations. The days when security personnel 
wore red shirts went out with the classic Star 
Trek television show (they wear tan shirts in all 
of the new shows), but the implications of play- 
ing a "red shirt" are still the same. It is an inter- 
esting way of justifying the action focus within 
the bounds of the show's fiction. Combat situa- 
tion? Send in the red shirts. 

It's not likely that Elite Force will be lacking in 
combat situations. As the story opens, Voyager 
has become stranded in a "starship graveyard,” 
a vast floating field of debris and other ships 
that have been ensnared by some unknown 
entity. The Voyager crew begins a scavenging 
mission, searching the rusting hulks of other 
derelict ships for the supplies they need to make 
repairs and get underway. Along the way you 
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STV: Elite Force Interview 
Difficult design decisions come part and parcel 
with any game based on a licensed property. The 
developer has to worry about pleasing the fans— 
drawing in the potential fan demographic is the 
entire point of the license, after all—while main- 
taining strong gameplay for those who are more 
interested in the game itself than in its source 
material. it is a narrow line to walk, and those 
games that manage to get it right tend to be the 
exception rather than the norm. We talked to 
Elite Force Project Leader Brian Pelletier, as well 
as Lead Programmer James Monroe to get the 
inside scoop on some of the choices they made. 
Check out the interview sidebar in our Deep 
Space Nine: The Fallen feature as well for a look 
at how two developers can take a different 
approach to similar material... 


Computer Games Magazine: "what are 
the advantages of giving the player a new charac- 
ter to play as opposed to one of the established 
characters from the television series?" 


Brian Pelletier: "well, the biggest advantage 
would have to be creative freedom. We can do 
with this character what we wish without being 
worried about how we are affecting his or her in 
relationship to the show. We can have our charac 


[continued on page 64] 
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In 1941, Japan unveiled plans 
to bring the western Pacific 
.. under its control. Suddenly, the 

. nations of the western Pacific 
faced the most dangerous 
enemy ever...men who 
considered it an honor to die 
in service of the Empire of the 


www.talonsoft.com. 
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[above] Elite Force is being designed with a first- 
person perspective in mind, but there will be an 
option for a third-person view. 


[right] Many obstacles will block the players 
progress—broken walkways, retracted gangways, 
jammed doors, plasma vents, angry Klingons... 


[above right] Raven has added a visual effects sys- 
tem, a scripting system, and an Ambient Sound 
System to id's Quake III Arena engine. 

As a member of Voyager's Hazard Team, you will 
report directly to Tuvok. 


will discover that the Voyager crew is not alone 
in the graveyard—other popular species from the 
show such as the Borg and the Malon will make 
appearances, and Raven has a few surprises of 
its own in store as well. 


Fighting the good fight 
The game will feature an essentially linear 
mission-based structure, with less hectic 
"intermissions" on board Voyager itself. 
Raven has modeled a good portion of the ship 
based on schematics given to them by 
Paramount; in between missions the player 
will visit familiar locations such as the Bridge, 
Engineering, Sickbay, the Mess Hall, 
Astrometrics, the Shuttle bay, the Cargo Bays, 
crew quarters, hallways, and so on. You will 
not simply be wandering free during these 
sequences—generally you will be given orders 
and are expected to follow them. If you are 
standing on the bridge and Captain Janeway 
tells you to go to Engineering, then you had 
best not get caught loitering in the Mess Hall 
(it is possible to get thrown in the Brig). Other 
members of Voyager's crew will go about 
their duties as you wander the ship, thanks to 
Raven's new scripting system. In-engine con- 
versation sequences can be initiated by 
"using" other crewmembers; the game will 
also make use of rendered cut-scenes for 
exterior (ship) shots. 

You can't stay on the ship forever, and even- 
tually you will be instructed to report to a brief- 
ing room where Tuvok (or another Voyager 


crewmember) will explain your objective. The 
missions themselves might be composed of one 
or more actual game levels, and will provide 
healthy mix of combat and navigational puzzle 
challenges. The story and the path through each 
mission will be mostly linear, but individual 
puzzles might have multiple solutions, and some 
missions have altemate outcomes that depend 
on your action 

In keeping with Star Trek tradition, other (Al- 
controlled) members of the Hazard Team will 
often accompany you on away missions. Raven 
has not decided whether they will offer the abili- 
ty to give orders ("stand guard," "cover me," 
etc.), but if they do it will be an optional fea- 
ture. Generally other members of the away team 
will follow you without prompting and act 
autonomously. They will take cover if attacked, 
and perform special actions eeded—the 
technician will open a locked door or give you a 
tricorder reading, the demolitionist will plant a 
charge, and the medic will heal people during 
and after battle 

Raven plans to include several multiplayer 
modes with the game as well, although some of 
the details have yet to be worked out. The game 
will definitely include "Holomatch" (deathmatch 
on the Holodeck); "Capture the Flag" and some 
form of specialized team deathmatch mode 
(similar to the Siege mod for HexenWorld) may 
also make the cut 

The big question has yet to be answered, 
though—will Trekkies be drawn to an action 
game? m 
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ter move ир in rank and become a better officer. 
Plus | think it makes a better gaming experience 
for the player to be a nobody and learn who there 
character is. We also thought it would be more fun 
to interact with the main crew than actually be 
them. Our goal is to make the player feel like they 
are a part of the crew of Voyager and how it 
would be to partake in one of their adventures.” 


CGM: “why did you go with a first-person view?” 


BP: "The benefit of first person is that it's more of 
à ‘you are there’ experience. Players will experi- 
ence being a part of the Voyager crew first hand. 
Imagine walking through the halls of Voyager, 
entering the sickbay having a conversation with 
the doctor then taking the turbo lift down to deck 
^ and into the transporter room stepping on a 
transporter pad and beaming out of Voyager and 
into a strange alien environment. It's the closest 
thing anyone will get to a Virtual Star Trek world." 


CGM: "Why the Quake Ill engine?” 


James Monroe: "Quake ІІ Arena has a solid 
core for internet play and optimized pipelines for 
rendering to 3D accelerated cards. The engine has 
many features built-in for scalability. This means 
that the low-end user can run the game quite 
well, while the high-powered system can handle 
higher detail textures, models, and world geome- 
try (curves)." 


CGM: "How do you feel your game compares to 
Simon & Schuster's Deep Space Nine: The Fallen?" 


BP: “i think the different perspectives from with 
the games are played keeps them separate and 
therefore, noncompetitive. From what I've seen 
and read about Deep Space Nine, our game, 
because of the first-person perspective, offers. 
more action and interactivity creating more of a 
'you are there' virtual experience. 


GENRE action 
PUBLISHER Activision 


RELEASE DATE spring 2000 
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А rss your loved ones good-bye. 
© > ne af ffe most exctting, 
interactive CD-ROM хде ever, 

wit keep ye al sea for лоо, ДЕ. 


Search for the Golden Dolphin 
is an exciting, interactive 
CD-ROM adventure. 


e Five fully-navigable 3-D tall ships 
e Swashbuckling, 3-D adventures 
• For Windows® 95/98 and Macintosh” э 


But be ye forewarned: this is not | tJ 
a voyage for the faint of heart. b 
Ye will have to master nautical 

skills and solve deceivingly clever - 
challenges to succeed. ч 


So keep уе wits at hand and ye 
cutlass close by. 


wars 


y 


E S sir Rights estne Siera, a, Seta дё, бад, a 
Impressions Games, Pharaoh, "Build A y Rule The Nile. Live Forever’, and the iy Building 
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® designates trademarks registered in the USA which may be registered in certain other countries, 


“The most impressive historical sim ever.” 
- IGNPC.com 


*Pharaoh features the largest structures 
ever seen in any strategy, real-time or 


turn-based game. 


- Next Generation Online 
“The sight of the massive structures takin 
shape stone by stone ts quite impressive. x 


- CNET Gamecenter 


“The graphics are mouthwatering with 


lush colors and a level of detail that’s 
rarely seen in games like this ... Just be 


ready for a visual feast okay?” 


- GamersCentral 
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Next Gen 


[above] Well, if it isn’t Commander Data, as 


voiced by Brent Spiner. 


[left] Inventory items. Collect ‘em, use ‘em, 


amaze your friends. 


[right] Those darned Romulans. Note the 
Starfleet insignia on the lower right—that's 


your health meter. 


eration Adventure 


| Star Trek: Hidden Evil lets you follow in Data s footsteps 


| Studios. The very name conjures up images of science fiction 


adventure, and rendered vistas ahead of their time. For the uninitiated 


these are the folks who brought us the Journeyman Project trilogy, a time- 


travel epic with intrigue, humor, and not just a little thought-provoking 


depth. Now they’re taking on one of the granddaddies of all science fiction 


licenses—the venerable Star Trek. 


Trekkies and PC gamers who have been following 
the slew of titles based on Paramount's para- 
mount property may be wondering about the 
recent disappearance of Star Trek: Insurrection. 
Fortunately, it hasn't fallen into a blackhole like 
the ill-fated Secret of Vulcan Fury; it has simply 
been renamed to Star Trek: Hidden Evil. As this 
Next Generation-based title takes place several 
months after the events of the movie /nsurrection, 
the developers didn't want to give the impression 
that their game would simply parallel the film 
Hidden Evil is an action/adventure game in the 
style of Westwood's Blade Runner, with lush ren- 
dered backgrounds and 3D characters. Although 
this does preclude the use of a player-controlled 
camera, the game is considerate enough to pro- 
vide close-up views for any area where important 
conversations or detail work is necessary. Puzzles 
are generally of the "find item" or "manipulate 


part in many of the game's various levels. It's 
action and adventure with a generous dose of 
Star Trek technology and style mixed in. 


Bucking the odds 

Now, if you're a Star Trek fan at all, particularly 
of the classic series, you should be familiar with 
the Immutable Law of Incidental Characters. 


duced is sent down to a planet to investigate 
anything, he's about to be killed, generally ina 
very unpleasant fashion. A corollary states that 
the lower the rank of the character, the more 
likely this ultimate fate is to occur. 

Take little comfort, then, in the fact that play- 
ers of Hidden Evil (which is to say, you) will be 
assuming the role of Ensign Sovok, a previously 
unintroduced character who has been sent to the 
Ba'ku planet to investigate some recently uncov- 
ered alien ruins. On your side, you have the voice 
of an abducted Captain Picard (for some fans, 
worth the price of admission right there), the 
advice and occasional assistance of Commander 
Data, your trusty phaser, and a working knowl- 
edge of the Vulcan Nerve Pinch. Arrayed against 
you, however, are all the elements of a nasty 
Romulan plot—swarms of laser-armed drones, 
assassins in stealth suits, murderous Son'a, and, 
of course, Romulans. 

If you don't work very hard and think very, 
very fast, the Law of Incidental Characters will 
catch up and add you to the long roster of "ten- 
sion builders", which is to say dead guys who 
served only to set a scene for the well-known 
officers of the Starship Enterprise 

At the start of the game, you've shuttled 
down to the planet with Picard and Data, and 


hy Cindy Vanous — 


cover an ancient lifeform named Xa'tal (yes, this 
is a planet of apostrophes), and quickly discover 
that a local uprising is the least of your worries. 
Help, or at least a mission goal recap, is avail- 
able in the form of your communicator, which 
allows you to contact Picard and/or Data at any 
time. A standard-issue tricorder analyzes your 
surroundings and occasionally provides just the 
info you need to defeat a certain puzzle. A vari- 
ety of useful Trek tools and even more useful 
weapons will become available at various points. 
And if you're dexterity-challenged, don't 
worry—Sovok can auto-aim his sidearm. Just 
point within a few degrees of the intended tar- 
get, and you'll soon be taking down hostiles like 
a Security veteran (which is to say, any Security 
officer who has survived more than one episode). 


Bucking the odds... again 

Sadly, another near-immutable law of Star Trek 
has been the lack of quality and/or playability in 
its spinoff games. With the recent exception of 
Starfleet Command and a couple of older gems, 
the Trek titles have a reputation as lackluster 
cash cows, pandering mainly to the horde of 
fans who slaver after anything Trek and ignoring 
the needs of the general PC gaming market. 

Like the other games previewed here, however, 
this title has the potential for wide appeal. Star 
Trek fans should enjoy the chance to join the Next 
Generation crew and take another peek into the 
alien mystery of Insurrection. And action/adven- 
tures are a perennial favorite with the gaming 
mass-market, so the format is a good choice. 
Whether the game will live up to its promise, and 
whether static rendered backgrounds will be 
accepted by a hardcore crowd which is becoming 
used to moveable cameras, remains to be seen. 

In the meantie, we'll wait for Activision to 
“make itso”. ш 


RELEASE DATE spring 2000 
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4 Although this basic physical law was not bandied ! spend some time running basic errands. Things 
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E about in conversation as was the Prime Directive, deteriorate quickly, however, and an apparent | GENRE Action-Adventure 
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SLASTING VALUE: 


Are you sick and tired of buying 

= games that look great in the ads and 
Look like fun? Get the real skinny from the experts! packaging, but don’t really deliver the 
ы ыша 2 zi mee goods when the chips are down? 


LOOK 


NO FURTHER! 


The Computer Games Buyer's Guide 
for the year ZOOO contains reviews 
of hundreds of games from the past year! 


THE COMPUTER GAMES BUYER'S GUIDE will be [i$ 
available at newsstands with a CD-ROM DEMO DISK 
throughout these United States of America, October 26, 


You may also have either of these fine publications 
delivered to yonr ree rain oi Shine i in a tidy package 
by calling 1-800-699- 


Source Code 11182 
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Itop] The game will use a mix of in-engine and rendered cinematic scenes to tell its story. [above left] This dragon looks rather threatening in WarCraft Ill's new 3D 
engine. [above right] You may recognize the Orc here—his first role was in the cancelled Warcraft Adventures. 


by Steve Bauman 


or the past five years or so, Blizzard Entertainment has been on a roll, asserting itself as the premier PC game 
developer. WarCraft was a surprise left-field hit, followed by the even-bigger sequel WarCraft Il. Diablo hit the 
market and almost single-handedly revived a mordant role-playing game genre. And StarCraft has 
been a huge hit, this despite skepticism that it would be too late, too much like the competition, and too 
low-tech. As for the upcoming Diablo Il, anyone want to take any bets on its sales potential? 
But if the company could be faulted for one thing (and one thing alone) it’s that, outside of the 
generally seamless multiplayer gameplay experience that battle. net delivers, Blizzard’s games 


have rarely taken giant steps in bold new directions. What the company’s games may lack in 


overt innovation, however, they clearly make up for in playability and polish, two things that are “4 ; 


ultimately of considerably greater importance to gamers. 


With the announcement of WarCraft IIl, that rela- 
tively minor criticism can be tossed aside. It repre- 
sents a fairly radical departure from the style of 
gameplay that made the series such a huge hit with 
fans. While you can find, upon close examination, 
elements of other games in its new features, as a 
whole it's a considerably bolder (and riskier) prod- 
uct than any of the recent major real-time strategy 
sequels. Command & Conquer: Tiberian Sun, Age of 
Empires Il, and Total Annihilation: Kingdoms all 
played it pretty safe, adhering to the standard con- 
ventions of real-time strategy. 

WarCraft IIl is taking the series, and in all like- 
lihood the entire genre, into entirely new direc- 
tions and dimensions, in both a literal and figu- 
rative sense. 


That extra D 
The most obvious change, and the one that’s 
least radical, is purely technological—Blizzard 


has taken the plunge into 3D. “Big-time,” 
according to the game’s producer Rob Pardo. 
However, unlike most of Blizzard's competition, 
and in keeping with its status as a company that 
creates products with a mainstream appeal, the 
game will not require a 3D accelerator. Despite 
this limitation, the engine will still be fully 
polygonal and feature lots of slick graphic 
effects (some of which, though, will be restricted 
to the accelerated version). 

The developers are using a skeletal-based 
animation system, where they define a basic 
structure for characters, apply a few key anima- 
tions, and interpolate the rest based on the way 
the character is supposed to behave. This allows 
considerably more variety than straight hard- 
coded animation (where storing the entire ani- 
mation segment in memory takes up more 
space than just the key frames). This allows 
them to include more animation, thereby 


[above] A demonic invasion is unleashed on the 


e in this shot that Blizzard is 
able to retain the ori 1 game's high-contrast 
cartoon-y look even in 3D. [below] Battling some 
spiders with two heroes. 


lands. [left] You can 


increasing the variety. It also gives them scala- 
bility, as lower-end machines will get the main 
key-frame animation and as may others as their 
machine allows, while high-end people will get 
even more, which will mean the animation will 
have a slightly smoother appearance on higher 
end systems. 

In the past, 2D sprite-based games (like 
WarCraft Il or Age of Empires) had the edge over 
3D games when it came to graphic details (con- 
sider what the dimensional change did to 
Syndicate Wars when compared to the original 
Syndicate). Pardo doesn't feel they lose detail in 
WarCraft I/F in fact, he feels increases in anima- 
tion and the work they're doing with the new 
terrain editor more than compensate. 

In the years since the last WarCraft, computers 
have clearly increased their ability to display 
sharp graphics, and during the same time the 
artists at Blizzard have refined their graphic 
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skills. Even with that in mind, seeing an old 
favorite in a new dimension retaining its graphic 
integrity is pretty wonderful—it retains the same 
sense of whimsical character design the series 
has always been noted for. 


The hazards of 3D 


However, not everything about 3D is so wonder- 
ful. Many gamers making the move from 2D to 3D 
strategy games end up spending an inordinate 
amount of their time looking for that perfect view 
of the unfolding battle. Either that or they just 
rotate in place when bored. Despite being com- 
pletely 3D, the current version of WarCraft IlI only 
allows rotation around the battlefield. 

"Even though people like the ability to move 
the camera around,” explains Pardo, "the cam- 
era is going to be fixed 95 percent of the time." 
He does concede that the team will use special 
camera angles to show things like certain spell 
effects, or in in-game cinematics. But he's 
adamant that players shouldn't be forced to 
move the camera around. "That turns into a 
game in itself, and not a very fun one." 

Blizzard's Bill Roper (who provided many of 


The Dwarf: He's short and he's 
armed. 


As if Orcs weren't threatening 
enough, the Orc Wolf Rider sports a 


seen other games take that formula and tweak it 
à bit, creating hits like Cavedog's Total 
Annihilation and Microsoft's Age of Empires. 
Most follow the standard paradigm: build a 
base, collect resources, scout the map, build 
units, find the enemy and then eliminate them. 

With WarCraft Ill, Pardo says the overriding 
design goal is to move away from the traditional 
hardcore RTS style of play. “[WarCraft III] is not 
really like a traditional real-time strategy 
game,” he says, pointing out that those games 
are balanced about 70 percent toward resource 
management and preparing for battle, and 
about 30 percent for the combat itself. For this 
game, Blizzard is trying to reverse that ratio and 
create a new genre of gaming. 

"We're calling it an RPS, a role-playing strat- 
egy game,” he says. 


Heroes of WarCraft 

In a fairly dramatic change, your buildings, 
which still serve as a source of your new units, 
are pre-placed on the map. However, gold will 
still be a resource to balance, only you don't 
mine to boost your supply. Instead, you need to 


terrifying mount. 


the voices for the original game) says that one 
hurdle they faced when starting out on the new 
graphic design was avoiding that monochro- 
matic look that inflicts many 3D games (it's 
probably Quake's fault). You get games where 
the sand world is all tan, the lava world is mostly 
black and red, and units all have a sort of metal- 
lic look with little actual color. The graphic 
design in WarCraft III is designed with a lot of 
contrast in mind; that is, characters are 
(already) extremely colorful, as is the landscape. 
It has a cartoon-like look, even though it's not 
necessarily a cartoon-like game 


New paradigm warning 

Of even more importance to players are the fun- 
damental changes Blizzard is making to the core 
real-time strategy paradigm. The style of game 
was arguably first seen in Westwood Studios' 
Dune Il, and that company perfected and 
refined the formula a few years later with 
Command & Conquer. Іп between, Blizzard 
released the original WarCraft, which itself was 
somewhat derivative of Dune //, and its far supe- 
rior sequel, WarCraft Il. Through the years, we've 


send your heroes out to slay some beasts and 
recover their loot. Once you have enough cash, 
you can then choose to purchase additional 
units or research additional technologies 

Much like the Heroes of Might and Magic 
series of games, individual units alone cannot 
move about the map unless accompanied by a 
hero (though this, like many other features in the 
game, could change). Each hero is defined by a 
set of RPG-like statistics, with Leadership deter- 
mining the number of units they can have under 
their command and therefore bring into battle. 
(Just how many in total is опе of the many parts 
of the game that will receive fine-tuning up until 
it's signed off and ready to ship. Right now 
Blizzard is thinking about four heroes, each with 
4-12 units.) Heroes also have limited inventories, 
and can equip certain quest items (special 
swords, etc.). In typical RPG fashion, your heroes 
gain experience in combat and can increase lev- 
els and allow some player customization, such as 
new skills and/or spells. 

You'll "build" new heroes in your home- 
town, discover them on your journeys, or 
they'll offer their services after you complete 


Paladins sport both powerful 
weapons and strong magic. 


certain quests (i.e., "rescue the hero" mis- 
sions). When a hero dies, he or she is returned 
to your home, sans units. While this represents 
a significant military setback and an inconve- 
nience in terms of travel time, until the game is 
at a later stage of development, it's impossible 
to say whether they will include additional 
repercussions. (Blizzard has already had this 
debate with Diablo II, with two camps forming: 
one for losing experience with death, another 
for, well, not losing experience.) 


Structurally sound 

Pardo says that players usually found the spell- 
casters to be the more exciting units in both 
WarCraft and StarCraft. For WarCraft Ill, one of 
their goals is to make the different player-con- 
trolled units feel like unique, even if they don't 
cast spells. To that effect, they are giving them 
skills. For example, grunts have a berserker skill; 
hunters can track units by their heat signatures; 
and wolf riders will be able to snare units with 
nets that they'll need to break out of. And need- 
less to say, their wacky "acknowledgments" 
when selected will remain just that—wacky. 


The Hunter unit can track units by 
their heat signatures. 


(Fans of the series give an approving nod. All 
those who haven't played either WarCraft 
games—both of you—will have to wait to see 
what we're talking about.) 

The campaigns do not follow the standard 
RTS formula of "receive a mission, play a mis- 
sion, see mission summary." Instead, the struc- 
ture is more like your standard RPG. You wander 
seamless environments, stopping to talk to non- 
player characters to gather information. 
Occasionally you'll hit areas you cannot pass, 
usually with some sort of gameplay contrivance, 
and upon completing certain tasks you'll open 
up new areas. 

For example, in the demo version of the game 
there was a raised bridge covering an impass- 
able chasm. After receiving a hint from someone 
on the road, you enter an area and do battle 
with a bunch of creatures. Once you complete 
that battle, you're able to lower the bridge and 
continue the joumey. Some of these barriers will 
feature puzzles, though it's unlikely the game 
will suddenly turn into an adventure (where's 
that chess puzzle?). 

While it's too early to determine exactly how 


ВА 


many missions/quests the game will offer, the 
structure is already in place. Basically, there will 
be plot-specific quests you'll need to complete, 
plus many tangential sub-quests that don't nec- 
essarily need to be completed. 


Taking sides 

In typical fashion, Blizzard is being coy about 
divulging all of the six races you'll be able to 
control in the game. At present, all the company 
will verify are orcs, humans, and demons. The 
additional ones will likely be trickled out over 
the course of the game's development cycle 
(and just as likely, we will report on them). As 
you would expect, the races will all have their 
own unique units. 

As with StarCraft, the plot will be unusual in 
that it will jump back and forth between the dif- 
ferent races. While Blizzard's not entirely sure 
whether or not each race will have its own com- 
plete campaign, you will get a significant 
amount of game time with each. Right now the 
developers are working on keeping the transi- 
tions from being too jarring. 

Pardo says that, despite the colorful graphic 
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А party gathers before leaving the town to 
explore. 


look, the overall story will be a bit grittier than 
past WarCraft games, but that "we can't help 
put a few jokes in there.” 


Close combat 

But the combat itself is unmistakably a Blizzard 
RTS. You use the same basic selection method, 
only the combat is considerably more in-your- 
face (literally—the characters are fairly large) 
and visceral. By changing the basic structure of 
the game, and using more interactive environ- 
ments, they're hoping to make the combat much 
more interesting. 

"In other RTS games,” explains Pardo, "the 
map becomes a gameboard. It's got some rules 
to it, but there aren't that many interesting 
places. It has some choke-points, resource 
nodes, whatever." But in true RPG fashion, the 
world in WarCraft Ill is populated with unique 
areas. In the early version of the game, for 
example, we wandered into a town full of spi- 
ders and skeletons. Some areas like these may 
feature regenerating beasts, which will help the 
player accumulate resources and gain additional 
experience and skills. 


Multiplayer madness 

"We want to do more with multiplayer that we 
have in the past," concedes Pardo. Basically, 
every other RTS features the usual build/conquer 
paradigm. While the game will definitely have 
that option, Blizzard is exploring new styles of 
gameplay, with new rules (for example, giving 
two online players different objectives). While 
Blizzard reps are intentionally vague at this 
point, they won't pin down all of the specifics 
until they get them up and running and test 
whether or not they're even entertaining. 

One thing that's also up in the air is whether 
or not there will be any persistent data stored on 
battle.net, effectively turning it into some sort of 
massively multiplayer online experience. 

One problem with, say, storing persistent 
heroes would be the inherent imbalance 
between games played with heroes of different 
levels. Due in part to increases in Leadership 
and their additional skills and irrespective of 
skill levels of the players, those with higher- 
level heroes would have an enormous advan- 
tage. "We'd like the persistence to be your abil- 
ity as a warlord,” says Roper. 

They do see possible scenarios to allow heroes 
to mix, but aren't talking specifics. For the 
future, though, Pardo does drop one hint: “All of 
us in the office play EverQuest exhaustively, and 
we'd love to do something like that." WarCraft 
Online, anyone? 


Configurability 

Another key element to the game is keeping all of 
the game-creation tools user-friendly, thereby 
encouraging users to create their own maps and 
such. While WarCraft Il and StarCraft each came 
with editors, neither approaches the level of con- 
figurability Blizzard has planned for WarCraft III. 
We're talking Quake-like levels of control. 

“We're basically shipping a world builder,” says 
Pardo. You'll be able to create your own maps, 
with 3D terrain, in their new editor. You'll paint 
tiles on the ground and raise and lower terrain 
with various brushes. “Most users should be able to 
be make an interesting 3D map really easily.” 

But you can do a few more things with the 
map. “After you lay down the tiles,” Pardo 
explains, “you can export the whole skin of the 
world. Then you can paint right on it to blend 
areas and add detail.” In keeping with the 
team's ease-of-use theme, the editor will export 
graphics in standard formats. 

Additionally, the plan is for you to have full 
control of all of the underlying triggers from the 
game that will allow you to create entire cam- 
paigns. And not unlike the original QuakeC, 
those triggers are being written in a Java-like 
language that will allow users to edit them, as 
well as create their own. This will also allow users 
to create units from scratch. You bring in the 3D 
model, give it a script, give it spells (or whatev- 
er), etc. Expect the first announced total-con- 
version any day now. 

It's always been difficult to convince some 
people that spending the extra development 
time on tools used by a tiny percentage of users 
is worth all of the effort. People who make bot- 
tom-line decisions may decide that it doesn’t 
drive enough sales. Roper disagrees. 

"It boosts a game's longevity,” he says. "If a 
year later people are still playing and talking 
about your game, a guy may drop by your 
house and see the game, and the cool things 


you've created for it. And suddenly they'll want 
to play it. So | think it does lead to more sales." 

Pardo uses another example. "Look at the 
massively multiplayer role-playing games. One 
of their big appeals over time is what players 
themselves do with the environment." Then 
there's the Quake market. "Look at games like 
Team Fortress." 

"We don't pretend to be the be-all end-all 
game makers of the world," Pardo modestly 
asserts. "With StarCraft, there are people creat- 
ing interesting things out there." 


It's still a strategy game 

Keeping in mind the amount of work needed to 
balance six different sides and Blizzard's leg- 
endary attention to tweaking gameplay for long 
periods, the release date for the game is around 
Christmas of 2000. If history holds true, it will 
probably really ship in January or March of 
2001. Diablo and StarCraft missed the holidays 
and shipped in those months respectively, and 
it's obvious that missing the shopping frenzy did 
little to damage those games’ sales figures, 
which in both cases are somewhere north of mil- 
lions of copies. 

Blizzard is well aware that the actual mixing 
of the strategy and role-playing genres isn't 
exactly a radical concept. Games like Jagged 
Alliance and X-COM were doing it years ago. In 
fact, Pardo admits that he’s a big fan of both the 
Heroes of Might and Magic and Warlords series, 
“and there are definitely elements we've taken 
from those games.” 

But for a creator of games that somehow 
manage to snag both the hardcore and casual 
game market, a big shift in the basic gameplay 
structure is still big news. While Pardo concedes 
it has a large number of role-playing elements, 
he makes it very clear that at its core, it's still а 
strategy game. "We just want to blend a lot of 
role-playing elements into a strategy game, not 
the other way around." m 


Don't tease this guy about his beard. 
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[above] Lightning bolts and spider thingies 
" abound. [left] Hmm, the Avatar looks more like 
the freakin’ Shrike in this shot. Note the way cool 
sky. [below] No, it's not Kellethin, but it could be. 
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Arachnid BBQ. The game will feature oodles of cool 
spell effects. 


[above] Nocturnal combat. Fighting is simple but 


| satisfying in these recent builds of the game. [left] 


Zoomed out, the world is still pretty darn good 
looking. [top] Note the detail in the 3D world. This is 
no Pagan, at least. 


Ultima’s Rise 


On the eve of the release of Ultima IX: Ascension, 


by Steve Bauman 


The series started was created back in 1979 by 
a 19-year-old named Richard "Lord British" 
Garriott. He considers Akalabeth, that first 
game, to be the first Ultima, despite the next 
one being dubbed Ultima I. (Note the pre- 
science of the young Garriott to start num- 
bering the series from day one). Since those 
early days, he's continuously refined the 
gameplay, focused the designs and created 
some of the most compelling fiction in gam- 
ing today 

We visited Origin's Austin, TX offices to get 
the full story on the game and to chat with 
Garriott. We start by going to Digital Domain, 
where Garriott is directing the performance of 
Edi Peterson, who's providing the voice of 
Raven in the game but currently standing ina 
studio in Los Angeles. She originally recorded 


"Don't Call it a Comeback.] 


the dialog in Origin's new THX-certified Austin 
studio, but they needed her to do a few pickup 
lines and she'd moved to Los Angeles, hence 
the need for the long-distance recording. 
Garriott stares intently into the script, lis- 
tening to every subtle nuance of her perfor- 
mance. She's good—really good—and nails 
most of her parts in one take. But Garriott’s 
attention to detail has her re-doing a number 
of passages to change areas of emphasis, 
which puts the passages in the proper context. 
After this, we go back to Origin's offices 
where, with Ascension entering beta testing 
and the team on the eve of releasing a demo 
of the game, there's plenty of activity. 
Garriott spent a couple of hours offering hon- 
est answers and showing a lot more intro- 
spection than your average game developer 


Richard Lord British" Garriott takes us behind the scenes 


he Ultima series has been one of the longest running and most storied in PC 

history. Aside from the online-only Ultima Online, it's been missing-in-action 

since 199475 Ultima VIII: Pagan. However, that's about to change—November will 
see the long-awaited released of Ultima IX: Ascension, the final saga in what has come to 


be known as the "Trilogy of Trilogies." [For more on the game itself, see the sidebar 


The Past: The Origin of the Virtues 

Ascension brings back the concepts of the Avatar 
having his behavior bound to a set of virtues. 
Why did you originally develop this idea? 

As | look through the history of Ultima, it started 
with a lot of generic stuff in it: mythological 
creatures, gameplay elements borrowed from 
other areas, no ethical or moral basis. 

Ultima Ill was Origin’s first [self-published] 
product, so it was also the first time | got mail 
directly from users. I'd see these letters that 
called the game a satanic perverter of America's 
youth, so | suddenly realized how much people 
were reading into these really simple games. | 
took this very seriously. Suddenly | said, "Gee, | 
really do need to pay attention to what goes into 
my games," because they are affecting people in 
certain ways, or they're reading things into my 
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Hmm, looks important. | wonder what will happen if 
1 grab that? 


Multiple camera angles show off the 3D world's 
splendor. 


beliefs or they've learned something that | never 
put there. 


Did that power scare you at all? 
It was eye-opening, and it was combined with a 
growing sense of responsibility as | was of the 
age where | was moving out of my parents’ 
house. | was like, "Alright, I'm on my own,” and 
"Oh no, I've got to make these tough decisions.” 
It got me thinking about what the point is to 
making these games, and what it is leading to. 
So the first decision was that | wanted to doa 
game where it was important how you fulfilled 
the role of being this virtuous hero. | said to 
myself, "Well, how do | write a game about 
being virtuous?” 


That sounds like such a strange idea when com- 
pared to the more popular amoral games cur- 
rently on the market. It certainly couldn't fly by 
marketing today. 

Oh yeah. And believe me, when | was writing 
Ultima IV, my biggest worry was that everyone 


Nothing like the classic moongate 


Don’t Call it a Comeback 


The long, strange journey of Ultima IX: Ascension 


"What I'm really trying to create with all Ultimas is an immersive virtual world experience,” 
says Richard Garriott about his series. While Ascension has been in development for a long 
time and had its own fair share of controversy, it remains one of the most widely anticipated 
releases of the year. 

The storyline has the Avatar once again returning to Britannia. In the introductory movie, 
you're shown what's currently happening in the world: eight huge columns have sprung from 
the ground, agitating the seas, disorienting the moons and emitting eight anti-virtues that 
inspire dark sentiments in the people of Britannia. If you’re thinking, “Hmm, sounds like the 
work of the Guardian,” (the bad guy in Ultima Vil and VIII) you'd be correct. 

Along the way, The Avatar will bump into a lot of old friends and items from Ultimas past. 
He'll also be tested on the three primary virtues of truth, love, and courage, which players will 
recall from Ultima IV. He will also be tested in the eight auxiliary virtues of honesty, compas- 
sion, valor, justice, sacrifice, honor, spirituality and humility. Finally, the Guardian will see fit 
that he'll also be faced with the eight anti-virtues of deceitfulness, hatred, dastardliness, 
wrongfulness, covetousness, shame, evil and pride. 


The storyline is one of the few things that has remained in stone since day one. Origin started 
Ascension shortly after Ultima VIII was released; however, at the same time, work commenced 
on Ultima Online. According to Garriott, both teams started with about 15-20 people. While the 
single-player Ascension hoped to better the sales of Ultima VIII (which went on to sell over 
300,000 copies), they initially projected only 20,000 sales for the more niche-oriented Ultima 
Online. After advertising for testers, over 50,000 people sent money to receive a beta CD-ROM. 
They realized they grossly underestimated the sales potential of the online game, and the 
teams were merged to finish it on schedule. This turned out to be a big mistake. 

"The Ascension guys were unhappy that their project was put on ice while they helped these 
young kids try to do this wacko new thing," Garriott explained. "Over the next year and a 
half, we lost most of the Ascension team." A few ended up going public with their perceptions 
of the project losing sight of what Ultima means to both the public and the industry. 

By the time work resumed on Ascension, three people remained from the original team, one 
of which was Garriott. Technology had progressed, and where the original design wasn't able to 
utilize the current generation of 3D hardware, new cards with additional memory had entered 
the marketplace, so they ditched the top-down software-only 3D engine and built the new one 
from scratch. Essentially, what will come to market is Ultima IX: Ascension Version 2.0. 


However, since the first screenshots of the 3D accelerated, third-person perspective game were 
released, long-time fans have been battering Origin with claims that they were remaking 
Tomb Raider. We even got in on the act, dubbing the game Avatar Raider, and saying they 
were "keeping up with the Crofts." 

Garriott was somewhat puzzled by the negative response. "I sort of thought, ‘What are peo- 
ple freaking out for? Ultimas used to have 3D in them [in dungeons].’” He admits that he 
dropped 3D back in the 80s because he didn't know how to program a 3D engine. But while 
the move to 3D alone wouldn't likely have generated this strong a reaction (Might and Magic 
and Wizardry, for example, made or are marking the move with no such claims), Ultima fans 
have a perfectly good reason to worry about the game turning into a 3D shooter or action- 
fest—Ultima VIII: Pagan. 


Ah, Pagan, the favorite whipping boy of Ultima fans, a game derisively referred to after its 
release as Super Avatar Brothers. In retrospect, the game had its strengths (mostly in its more 
tightly focused scope), but its arcade elements stood out, not so much because of their exis- 
tence but because of how poorly they were actually implemented. 

“We rushed it,” admits a frank Garriott. “We probably shipped it three months unfinished.” 
A patch was issued after the game's release that fixed the worst parts of its control scheme. 
"Jumping was a nightmare." 

However, jumping remains a part of Ascension. As Garriott said, once you've built a three- 
dimensional world it's important to able to navigate in three-dimensions. But while you can 
still jump (and climb), he is adamant about one important thing: "There are no moving plat- 
forms of any kind." 

As with the patched version of Pagan, the jump interface utilizes targeted jumping, but now 
it's even simpler—point to a location and, if the cursor is green, you press the jump key and 
you're there. “It’s all about figuring out the logic of the scene. If | want to get across the room, 
how do | do it?" And for those who still have lingering doubts, he says, "It's not a core ele- 
ment of the solution to the game." 


On top of all of this, the game has been referred to as Ultima Ascension for the past few years. 
While Garriott was always reticent to remove the /X, it was done for marketing purposes—it 


doesn't make much sense to continue numbering beyond the first few sequels (can you imag- 


Fun with barnyard animals. 15 anyone watching? 


would hate it. | literally thought people might 
think, “Here he is, trying to be preachy and get 
on some moral high ground, telling us what to 
do." As it turned out it was the first number-one 
best-selling Ultima. So in a sense it turned out to 
be a watershed, in a positive sense, for the series. 


How did you pick the virtues? 

I started with a whiteboard and wrote down all 
of the virtues and vices | could think of, the 
seven deadly sins, many, many others 
Obviously | wanted to talk about a few of these, 
but | couldn't address them all 


Were these all off the top of your head, or did 
you do some research? 
| did some research, the bible, and one particu- 
lar philosophy book by a writer named Khalil 
Gibran called The Prophet. A lot of the virtues | 
selected were in that book, and it was useful 
because it condensed information on each 
virtues like "compassion" into two pages of 
thought about why it's important, and how it 
manifests itself if people follow it, and what 
happens if they don't. 

So that taught me a little bit about which 


The interface can be removed from the screen if 
you find it obtrusive 


ones would be good for a game, but also how 
tests and quests might work. 


How long did you spend researching the virtues? 
Many months. It was an extremely long period 
of research. 


Was that one of the longer pre-production peri- 
ods in that era? 

Probably the longest. Ultima IV took longer than 
most Ultimas. Except [Ascension], of course 
[laughs]. 


Is the Avatar really a three-dimensional charac- 
ter anymore, or is he merely an archetype, the 
symbolic hero character that's found in all forms 
of literature? Even the Avatar name is generic. 
That's correct and much to the bane of market- 
ing, that's by design. Believe me, marketing 
with rather have Lara Croft or Duke Nukem as 
their principal character. And there's no ques- 
tion we've gone into the Avatar's psyche to try 
to extract things marketing can grab on to in 
order to describe him. 

First of all, | want the Avatar to be you, not for 
you to become the Avatar. What | mean by that, 


Nothing like some barnyard fun 


ine James Bond 24: There's Never Too Many 
Sequels?). In retrospect, Garriott feels the 
combination of the 3D technology, the per- 
spective and the name-change played into 
the fears of the core customer base. "[The 
changes] invoked the wrong reaction," he 
said, "so we put the /X back in and changed 
some features and the marketing materials so 
we didn't scare off our core audience." 

While it would be easy to look at these 
major changes and think, "troubled project," 
Garriott says all of the changes have only 
been on the technology side. The design, 
which should be of greater importance to 
fans of the series, hasn't changed much. 
"[it's] drifted to some degree, in the sense of 
interface and some story threads," he says, 
"but the broad story arc, the placement of 
the cities, the general layout, has stayed 
solid throughout its development." 


Mass market sales 


As with almost all of the Ultima games since 
IV, you start Ascension in your own home on 
Earth. That level will also serve as a tutorial 
to the game's interface. You'll learn how to 
manipulate objects (fill the bathtub, flush the 
toilet, bake some bread), navigate the envi- 
ronment and use the combat interface. It also 
helps make the learning curve a bit flatter. 
While hardcore gamers probably don't need 
the tutorial, this is one area where Garriott is 
willing to make a concession toward expand- 
ing the game's audience. 

Still, Garriott admits Ascension is not a 
mass-market product. When pressed for sales 
figures that would satisfy him, he admits 
they're not expecting Diablo-like multimillion 
sales figures; rather, the goal is to equal or 
better the 500,000 plus units of a hardcore 
game like Baldur's Gate. This seems entirely 
reasonable, as well as eminently achievable. 

More importantly to him, he's also well 
aware that he not only has to live up to the 
expectations of fans, but also to get over their 
initial skepticism. "People assume that [the 
дате] is one thing, and | believe I'm doing 
something else.” According to Garriott, the big 
goal for Ascension has always been to “beat” 
Ultima IV and Ultima VII. “If сат tell a story 
with as much impact as Ultima IV,” he says, 
"and craft a virtual world as well as Ultima VII 
did, I'd say we have a winner on our hands." 

Additionally, as the end of the "trilogy of 
trilogies,” it also carries the weight of 20 years 
of history for the franchise. "This is a tall order 
for anybody—for myself and the team. We 
have a nice legacy to try to live up to.” m 


Birds hovering over Paws at dusk 
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The Tracks of His Games 


Richard Garriott gets introspective on his past creations 


Richard Garriott created his first game Akalabeth in 1979, and the first Ultima 


game іп 1980. With Ultima ІХ: Ascension on track for a November, 1999 release, 


we asked him to give a few brief anecdotes about the creation of all eight (nine 


if you count Akalabeth, which he does) of the past Ultima games. Broken into 


three categories, here are his thoughts: 


Part I: Learning to Make a Game 


Ultima 0: Akalabeth (1979) 


It really is Ultima О. Literally, if | go into a dungeon, the exact same code is used in Ultima I. | 
created Akalabeth for me, in the summer after my senior year in high school and | was work- 
ing at a ComputerLand store. The owner convinced me to self-publish the game, so | went out 
and produced 200 ziplock bags, coversheets and printed manuals. [He takes a box of the 
actual original games off the shelf.] None of these have disks because they were expensive, 
and I'd only copy them when I needed them. | created 16, and sold 15 in the store. | hand 


ABHOUE- Foo 


LORO BRITISK 


Z) Wind North 


manufactured one more the other day 
because I’m on e-bay all of the time and | 
wondered, “How much would an original 
Akalabeth go for?” My account is Lord British 
so I'll get on there and see what it’s worth. 
Either the bidding will get absurd or no one 
will care. 


ma 280 
It was written in BASIC. It’s like 3000 lines 
of code in total. [The entire game] takes 
less memory than one texture in the cur- 
rent game. 


Ultima II: Revenge of the 

ncnantre 
Written in assembler, this is the potpourri of 
games. It had Earth, multiple time zones, 
fantasy past, science-fiction future, traveling 
to the nine planets, 3D Star Wars-ian space 
travel, 2D Star Trek-style docking, 3D dun- 
geons... way too much. 


This was the first game | thought was really 
well structured. | finally said, 'I really know 
how to make a game now.’ It kind of 
brought to a close the “Richard Garriott 
learns to make a game by himself” trilogy. 


Part Il: Emerging Ambitions And 
Personal Introspection 


Ultima IV: Quest of 

This introduced the virtues. Though other 
people did a few things, it mostly felt like 1 
was doing it by myself. It was an extremely 
personal game for me; soul-searching, think- 
ing about why I was making games, and the 
content of the game became king—the story, 
etc.—not just the mechanics. 


But | think a lot are held just because. I'm a 
big believer in people knowing why they 
believe what they believe, and believe it by 
rational choice rather than, "This is how | was 
raised.” So | push people on the subjects they 
might have acquired, from issues like racism to 
things like "pentagrams are evil." [Because it 
featured a pentagram on the box, a few major 
retailers refused to carry Ultima VIII: Pagan, 
forcing Origin to alter the packaging. —ed] | 
actually enjoy challenging those beliefs, ask- 
ing them “Why do you believe that? Is that 
true or not? Let's create this stage in which to 
explore that thought.” 


Wouldn’t an ideal situation be for someone to 
play one of your games and be forced to make a 
difficult decision that went against their own 
personal morality, and then see its positive 
repercussions in the game world? 
| would actually cast it the other way. For exam- 
ple, in Ultima Online one of the big debates how 
to handle player killers. It would be easy for us 
to stop them—we could tum it off. And by the 
way, I’ve been tempted many times, because it's 
such a political issue 

However, rather than turn it off, | actually 
think it's better to make it have realistic reper- 
cussions, But | don't think every game needs to 
be made like this. | think it's fine to go play 
Diablo and waste everything in your path. But I 
think it's an opportunity missed, for me, to not 
make it such that killing another person is a bad 
thing not just because of the moral issues but 
because of the ethical issues involved with living 
in a society with other people. 


The Present: Ultima IX: Ascension 

Ascension was initially pitched as more of an 
action-adventure game, as a few years ago peo- 
ple were saying RPGs cost too much to justify 
their development. Why RPGs now, and what has 
happened in the last few years to make them less 
of a financial risk? 

Even though we noted its action and adven- 
ture elements, which is a necessity purely 
from a marketing standpoint, I'm а devout 
believer that great games create genres. You 
might be able to sell a game in a hot genre 
even when your game is crappy; however, if 
you create a truly great game it will sell 
regardless of its genre. 

For example, | don't like tum-based games. 
I've gone on record saying | don't like them. 
Well... one of our finance guys said, "You really 
ought to play Heroes of Might and Magic II." | 
looked at that game and said, "Man, that does- 
n't really look that interesting." God, | played 
that game so long, and of course I've been play- 
ing Heroes Ill too. 

I'ma believer if you're doing me-too games, 
you'd better be in the hot genre. If you're trying to 
really be groundbreaking, and not do what you did 
last time or not do what they did last time, | think 
you can pick whatever genre you want 


Is Ascension not, at its core, a "me-too" role- 
playing game? 

The reason | think the answer to that question is 
no is because of my definitional split between an 
RPG and a "role-playing game." They mean the 
same thing for most people. But for Richard 
Garriott, an RPG is Diablo, a stat-building inven- 
tory management game. 
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Ultima IX: Ascension (Late 1999) 
This is really Ultima IX Revision Il, where Revision | died when we dropped the bitmap game 
and sent the team to work on Ultima Online. m 


Ultima V: Warriors of Destiny.(1988) 
It's extremely difficult to make the transi- 
tion from being the sole creator to col- 
laborating. With this game, | had to learn 
to stop telling people what to do and 
how to do it and give them the vision of 
what we're trying to create. It was a dif- 
ficult game. 


Ultima VI: The False Prophet (1990) 
The end of what 1 call the “goody-two- 
shoes" games. There were no big evil bad 
guys in Ultimas IV, V and VI. There was no 
counterpoint to the Avatar. They were all 
games about personal introspection. 


Part Ill: The Final Trilogy 
With One Misstep 


Ultima VII: The Black Gate (1992) 

Back to the dark side. | wanted to explore 
the negative sides of your personal psyche. | 
wanted to put you in a situation where there 
really was a bad guy. It's also the first time | 
planned an entire trilogy from the start. 


Ultima VIII: Pagan (1994) 

The important lesson of this game is that 
every Ultima has been late except for two, 
and this is one of them. The reason is because 
it was the first project with a public compa- 
ny, and they were screaming "quarter, quar- 
ter, if we don't make this quarter the stock 
price is going to crater," which it never does. 
So | sacrificed everything to appease stock- 
holders, which was a mistake. We probably 
shipped it three months unfinished. 


Ultima has that in it, but that’s not the 
fundamental point of the game. It is a role- 
playing games because you are playing the 
role of an Avatar going on a quest of person- 
al exploration to see how you react to differ- 
ent social circumstances 


After showing Ascension at the Electronic 
Entertainment Expo in 1998, you took a beating 
both from fans and segments of the press. How 
much did this affect you personally as well as 
the project? 
At least people care. | have to keep telling 
myself that when things like this occur. But the 
answer is a lot—there's no question | pay close 
attention to what people have to say, especially 
their critiques. A lot of times when people 
become critical, they see a feature that creates a 
negative generalization. So you have to look for 
what sparked that negative thought. For exam- 
ple, we originally weren't going to put making 
bread into [Ascension] because it's not really 
relevant to the game. But the reaction was so 
strong we put it back in 

We listen to groups like the Ultima Dragons 
because they are the core audience, and for all of 
their extremism, they really are also our best allies 
and most enthusiastic fans. So we're actually 
releasing two versions of Ascension, one is the 
normal edition and the other is literally called "The 
Dragon Edition." The normal edition includes all of 
the normal stuff: cloth maps, multiple manuals, 
the whole shtick. The Dragon Edition includes even 
more, including the eight tarot cards [used by the 
gypsy fortuneteller in the beginning of the game], 
the previous eight Ultima games on a CD and the 
full orchestral score 


Why go through the trouble of doing a 

world simulation? 

You know, marketing asks me that regularly. 
And then | go to E3 two years ago and find out 
otherwise. I'm a normal person, and other peo- 
ple's thinking influences me. If close friends and 
associates tell me I'm wasting money on certain 
parts of a game, | sometimes agree. Then | go 
back to the public and say, “Oops, | should have 
ignored that advice." 

Maybe it's part of getting older, but the sig- 
nificant difficulties with Ultima VIII, Ultima 
Online and Ultima IX, have made me more confi- 
dent in doing games my own way in the future. 


You'd think that after all of these games, 
you've earned the right to do that... 

Right. It's like, "Hey guys. | shipped Ultima VIII 
early because | listened to you. And we started 
tuning Ultima IX to be this action-adventure 
because you told me it wasn't important to do 
the deep role-playing games. | listened to you 
guys, and it didn't work.” 

So now I'm more of the mindset, "I created 
the previous Ultimas, that have all grown and 
grown and grown. Yes, there are plenty of 
debates about what was good or bad about 
them, but at least by sticking to my own 
instincts, the game vision remained consistent 
throughout its development. It has to stay that 
way—for good or for bad, | have to live-or-die 
based on what | think should be in there." 

That won't always be for the best, and there 
will be other games that sell better, but | really 
believe that to create the very best Ultimas, | 
need to stand by my guns. ш 
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Populous 


_Ву Steve Bauman. 


Dune 2 


Syndicate 


Command & Conquer 


ESSENTIAL 
REAL-TIME 


STRATEGY GAMES 


ast month we directed our mighty list-making powers toward the 10 Essential First- 


person Shooters. This month, it’s time to look at real-time strategy games, another 


category with origins all the way back to the dawn of gaming. However, the last 


few years have seen a meteoric rise—with a corresponding inconsistency to their 
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overall quality—in the number of titles released. There have been a few high-quality 


games and a lot of dreck. With that in mind, we've assembled a list of games that have 


either shaped the category or added new and refreshing features or approaches. In looking 


at the releases over the years, trying to pick out the very first, most genre-defining real-time 


strategy game is incredibly difficult, as strategy games go back to the dawn of gaming and 


some of those earliest efforts were indeed real-time. However, we've elected to focus on 


combat-oriented games, and with that in mind, we start this list with a surprise first title... 


Developer: Techno Soft 

Publisher: Sega (1989) 

While we'd normally restrict these articles to 
computer games, this Sega Genesis game obvi- 
ously inspired many PC games. Its gameplay 
sounds like a game from 1999, not 1989—each 
player has a base where you purchase and create 
units; the goal is to destroy your opponent's 
base. You have a mobile ship which can be 
taken into battle (it has finite reserves of fuel 
and can take damage, though it's never truly 
destroyed), but it also serves as a cursor—it can 
hold one unit, which can then be dropped on 
the map. You do not control units in battle, 
though; instead, you purchase programs which 
determine their behavior. You get more money 
by controlling certain bases on the map, which 
can be taken over by sending infantry to cap- 
ture them. Sound vaguely familiar? 


You are the deity of a tribe of people and you 
help them out by raising and lowering the land 
upon which they build their homes. You also 
have non-believers, who your villagers would 
fight (you can help out by casting a few nasty 
spells). It differs from most of the games on this 
list because you didn't directly control any 
units—you merely influenced them. 


Dune Il 


Developer: Bullfrog 

Publisher: Electronic Arts (1989) 

Considered to be the first god game (literally), 
Bullfrog really delivered one of the first-ever 
real-time strategy games, with isometric graph- 
ics and multiplayer (two players, via a modem). 


Developer: Westwood Studios 

Publisher: Virgin Interactive (1992) 

And this is where the genre really started to take 
shape. Though Westwood Studios worked out 
some of the gameplay basics in BattleTech: The 
Crescent Hawk's Revenge, most of the conven- 
tions in the “standard” real-time strategy game 
can be found here. You choose between three 
houses, mine resources (spice), and build bases 
and units. Actually playing the game today is 
somewhat taxing, as there are none of the sim- 
plified controls we find in today's games (no 
lassoing units, for example). 


gaming landscape. When this game was 
released, most classified it as an action game 
Now that action and strategy find themselves in 
bed together, we see this game in a whole new 
light. One of the first-ever high-resolution 
games (even if it was only standard 16-color 
VGA), you are in charge of a team of cyberneti- 
cally enhanced guys in trenchcoats and big 
guns who have to complete various missions in 
complex city environments. It's hard to imagine 
games like Commandos without Syndicate. And 
it remains, to this day, one of the most brutal 
and nasty games ever released. 


Developer and Publisher: 

Westwood Studios (1995) 

While Dune Il established the basic feature-set for 
the genre, Command & Conquer perfected it. 
Despite rather average in-game graphics, it still 
managed to have, from install program to cut 
scenes, perhaps the best presentation seen in 
gaming in its day (this includes Wing 
Commander). With a considerably improved inter- 
face (see, Windows has been a good influence on 
gaming), consistently interesting missions, and 
thoroughly entertaining gameplay, it's the break- 
out hit that made the genre what it is today. 


WarCraft 11: 
Darkness 


Developer: Bullfrog 
Publisher: Electronic Arts (1993) 
Ah, how the winds of change blow across the 


Developer and Publisher: 

Blizzard Entertainment (1996) 

While Blizzard released the original WarCraft: 
Orcs and Humans in 1995, it was an entertaining 
game that really owed a lot to Dune II. WarCraft 
Il, on the other hand, got it all right, with better 
graphics, more personality, better mission 
design, deeper strategy, and a map editor. It 
also adds some change-of-pace missions with 
unique units, giving the game a slight role- 
playing feel, which is obviously being expanded 
for WarCraft liF-see page B2. It was also a huge 
hit, hovering around the top 10 charts for almost 
two years. 
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WarCraft Il 


Total Annihilation 


Developer and Publisher: Cavedog (1997) 

On the surface, this is merely a souped-up 
Command & Conquer. It has the same basic 
structure—harvest, build, kill—but it still feels 
like a true next-generation product. Ditching 
the graphics and terrain seen in other games, it 
utilizes polygonal units and 3D terrain to stun- 
ning effect. It has also set a new standard for 
sheer number of units; though they ultimately 
feel like variations on a theme, releasing new 
units every few weeks online has given the 
game more legs than much of their competition. 


games for one of the essential choices. And 
someone would still disagree with you. 


BattleTech: The Crescent Hawk's Revenge 

Released in 1990 and developed by Westwood 
Studios, it has many of the gameplay elements 
of its spiritual sequel, MechCommander. While 
lacking some of the niceties of modem games, 


Developer: Ensemble Studios 

Publisher: Microsoft (1997) 

It has its flaws, but when released a few weeks 
after Dark Reign and Total Annihilation, it pretty 
much destroyed the competition, sales-wise. But 
that's not what makes it an "essential" game; 
instead, it illustrates how important an overall 
look-and-feel is to any game. Despite not hav- 
ing all of the extra Al and control options of the 
competition (which mean more to the hardcore— 
the majority of people playing this game would 
likely be overwhelmed by all of those extra 
tools), it delivers an amazing experience, mostly 
through its graphics, sound, and animation. And 
let's not discount it being one of the most open- 
ended of all RTS games, with random maps, sce- 
nario editing, and multiple victory conditions. 
On top of that, it has a lot of subtle strategies 
with the different empires, and remains to this 
day a major draw on the MSN Gaming Zone. 


Developer and Publisher: Bungie (1997) 

By dropping the whole resource-gathering por- 
tion of the real-time strategy genre, Bungie 
focuses on pure tactics, wrapped up in beautiful 
3D graphics. It also has one of the deepest stories 
of any game, lots of amazing details, an impres- 
sive physics model and over-the-top camage. 
The solo game is almost puzzle-like and good for 
one pass, but Intemet multiplayer works beauti- 
fully and gives this game serious legs. 


it deserves mention. (Infocom) 


BattleZone And in the future, all strategy 
games may look like this. While Uprising got 
there first, this hybrid of 3D action and strategy 
was considerably more polished. (Activision) 


Close Combat About the only game in our list 
that can truly be classified as "real-time," this 
wargame innovated with its advanced individ- 
ual unit Al and modeling of morale. (Microsoft) 


Magic Carpet "Huh," you say? "This is an 
action game." Yes it is, but like Syndicate, it 
had a lot more strategy than your standard 
blast-a-thon. (Bullfrog) 


Seven Kingdoms Its combat is nothing to write 
home about, but few RTS games have a better 
build-up phase, with a slick visual representa- 
tion of trade and economy. (Interactive Magic) 


Sid Meier's Gettysburg While its graphics were 
standard Sid Meier—that is serviceable and not 
particularly pretty—this incredibly fun wargame 
focuses on tactics and provides more realism 
than many more "serious" games. (Firaxis) 


Uprising For the first time you're sitting in the 
middle of the battle, and it's an impressive 
place to be. While a bit unpolished, ridiculously 
hard and not particularly successful, give it a 


Developer and Publisher: Blizzard (1998) 

Old school real-time strategy perfected. While 
the core gameplay is more-of-the-same (gather 
resources, build, destroy), it eschews the fash- 
ionable 3D engines and polygons of the com- 
petitors. Instead, Blizzard merely crafted a 
beautifully balanced game with three complete- 
ly distinctive races that force you to adopt 
slightly different strategies. And like other 
games on this list, it's proven to be a huge sales 
success and incredibly popular for fans of 
Internet multiplayer. m 


few years and it may be the most essential 3D 
strategy game. (3D0) 


Warhammer: Shadow of the Horned Rat While 
the sequel (Dark Omen) is a considerably better 
game, within this game you can see a lot of ele- 
ments that later appeared in games like Myth. 
(Mindscape) 


Sometimes being a clone is enough, and 
sometimes you fall just short of greatness or 
mediocrity. And then there are these 
games.... 


Armored Moon: The Next Eden We actually gave 
it a mediocre review; upon further review, we 
were generous; we were wrong. Really, really, 
really wrong. (Microforum) 


Conquest Earth Interface from hell. (Eidos) 


Dominion: Storm Over Gift3 Actually it's really 
just a mediocre game, but after suffering 
through years of ION Storm self-promotion, 
everyone decided to hate this with a bit more 
passion than your average game. (ION Storm) 


Dune 2000 A complete remake of the original 
classic Dune Il. It tums out that some things are 
just better left to our memories.... 

(Westwood Studios) 


Extreme Tactics This game has tactics, and 
they're EXTREME! Actually, extremely mundane 
would be more accurate. (Piranha Interactive) 


Magic The Gathering: Battlemage From our 


review: "One can only fathom where the game 
would be if the designers had cast 'Circle of 
Protection: Dumbass' to ward off whoever final- 
ized the design elements that damned it." 
(Acclaim) 


This Means WAR! Had the great "feature" where 
it slowed down to a crawl as you built more 
and more units. It must have been to give you 
more time to plan your strategy. Yeah, that's it. 
(MicroProse) 


Tribal Rage The first, and only, redneck real- 
time strategy game. Thank God. (TalonSoft) 


WarGames It wasn't actually a terrible game by 
any stretch, but it shipped with a virus. If that 
doesn't make it inessential.... (MGM) 


+ S3WV5 331ndWo2 


What are your 10 Es 


1 agre 


http://www. 


NO1123$ SANOS - 6661 u38W323d 


т) 


OMPUTER GAMES * DECEMBER 1999 


G@dgets 
£G@mers 


by lason Cross and Denny Atkin 


Few understand the mind of a computer game geek. Anyone who can stare at a 
monitor for hours on end every day obviously has the pleasure center of his or her 
brain triggered by an entirely different set of stimuli. Finding gifts a computer 


gamer would like is a definite challenge. 
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But don't get your VISA card in a twist—we're here to help. We're computer game geeks ourselves | 
(man, are we ever), and we've compiled a little list of items that our strange species would find | 
appealing. Obviously, buying a computer game is out of the question, since odds are that they | 
already have the game if it’s something they really want. So before you give up and give the gift | 
of “a really smart button-down shirt,” take a gander at a few gadgets that are sure to bring out | 
the playful toddler in any computer gaming geek this Christmas. (And if you do want to create a | 
list of games for Santa, check out the Computer Games Виует 5 Guide on newsstands now.) | 
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Diamond Rio 500 V 

The original Rio was a slick little solid-state 
MP3 player that had a few drawbacks, but was 
still a favorite among gadgeteers. The new 
model is much improved; it boasts a better LCD 
screen (with sexy blue backlighting), track 
identification, simplified controls, and more EQ 
and play list options. The old Rio had 32MB of 
built-in RAM, but the Rio 500 has 64, enough 
for just over an hour of high-quality MP3 music 
or a whole lot of spoken-word quality record- 
ing (audio books and the like). The 
SmartMedia slot will let you expand that up to 
96, and possibly more when bigger cards are 
available. Filling up that memory takes very 
little time with the new USB interface, which 
will copy a typical 5MB MP3 file in about 8-10 
seconds. All these improvements, and they still 
managed to make it smaller than the old Rio. 
Oh, and if you can ever talk a computer gam- 
ing geek into getting some exercise for а 
change, this is the perfect device—the lack of 
any moving parts makes it impossible to cause 
skipping, and the 64MB limit isn't as big a 
deal when you're at the gym or out jogging. 
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Neo Geo Pocket Color 

The problem with being a fan of computer 
games is that it's hard to take your gaming on 
the go. Sure, there are laptops, but those are 
expensive, bulky, heavy, and they don't play 
most of today's hottest games nearly as well as 


fooled by the cartoonish packaging of most of 


wa LEGO Mindstorms 

What computer geek didn’t play with LEGO 
blocks as a kid? Now LEGO has grown up, with 
a series of toys that have motors and sensors. 
New kits have central units with LCD screens 
that let you program simple actions for your 
creation without using your computer, but 
more advanced sets that require a PC to create 
more complex programs are available. Though 
LEGO has entered the robotics age, its just as 
easy to use and accessible as ever. LEGO 
Mindstorms kits are a great gift for the 
younger computer geek in your family (ages 9 
and up) or the older computer geek who is 
young at heart, and wants a little more power 
in the toys they grew up with. After all, you 
never get too old to play with LEGO blocks, 
ou're just required to make fancier stuff. 


MSRP: $99-200 
Company:.LEGO 
bsite: www.legomindstorms.com 


Company: Diani теа, 
Website: www.diamondmm.com 


a desktop. The NeoGeo Pocket Color is a nice 
solution—it’s cheap, small, lightweight, and 
has quite a few good, if simple, games avail- 
able for $30-35. It may not be as popular as 
the Color Gameboy, but the screen is bigger, 
and the system is more powerful, capable of 
better animation and more colors. Don't be 


the games. While some are cutesy, others are a 
bit more down-to-earth, like the arcade-per- 
fect rendition of the classic Pac-Man. 


MSRP: $69.99 
Company: SNK 
Website: www.snkusa.com 
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МРЗ Anywhere > | 
| You've sampled your entire CD collection in МРЗ format. You've | 
| downloaded new singles dozens of hot new artists. And you | 
| cam play this musical mélange on... a set of dinky PC speakers, 
| because your stereo's in the other room. Despair no more— 
| XIO's МРЗ Anywhere kit includes a wireless transmitter and 
| "mouse remote” that lets you send your computer's audio out- ) 
| put to a stereo in another room, and control players such as | 
WinAmp remotely. The 2.4GHz wireless transmitter also handles | 
video, making the setup functionally equivalent to X10’s DVD | 
Anywhere product as well—play DVD movies on your PC and 


watch them on your home theater system 
MSRP: $249 (street price is closer to $100) 
Company: X10 
Website: www.x10.com 


Intel PC Camera Pro Pack А 
Intel's PC Camera Pro Pack is one of the coolest 
ways to reach out and touch someone. This tiny 
little camera is a snap to set up—just plug it 
into an open USB port and install the drivers. 
Once it’s up and running, you can easily video- 


software, but it can take valuable memory and ) versions to record them to ап audio CD 5 

CPU time away from games. We recommend ! There's even a utility to back up your = 

opting пої to have program run automatically H hard drive to CD-ROM discs, and a kit for 5 

| A Norton SystemWorks 2000 (you can set this during install or later in the creating and applying professional-look- а 
¦! A healthy computer is a happy computer. A options for each application). ! ing labels for your CDs. 5 
! healthy computer is also a fast computer, and d 
| every gamer is interested in keeping their sys- MSRP: $59 ! MSRP: $99 m 
| tem running as fast and as stable as possible. Company: Symantec ! Company: Adaptec z 
Norton SystemWorks 2000 is a suite of the latest Website: www.symantec.com Website: www.adaptec.com 5 
س‎ — D E /— 3 
3 
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conference with friends and family over the 
Internet—now you never have to leave your 
computer room. The camera even includes a CD 
you can send to someone else who doesn't 
have a similar camera, so they can voice-chat 
with you while watching your glorious vis- 
age. The Pro version also includes a video 
input, so you can connect a camcorder and use 
the device to digitize your home movies. The 
camera even bundles a number of mini-games 
These won't displace Age of Empires Il on your 
hard drive, but watching your image interact 
with an onscreen basketball is a kick, and it'll 
blow away your less computer-savvy friends. 


MSRP: $129 
Company: Intel 
Website: www.intel.com 
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versions of Norton Utilities, Antivirus, 
CleanSweep, CrashGuard, and Web Services. The 
package includes everything you need to clean 
up that Windows registry settings and repair 
broken shortcuts, scan your hard disk for errors, 
check for viruses...it's the computer equivalent 
of taking your car in for an oil change and 
tune-up. Let's not forget registry optimization 
and disk degragmenting, which can speed per- 
formance. There's also a bonus pack of free 
software, including some compression, encryp- 
tion, fax, and Y2K stuff. One word of caution— 
by default, many of these utilities like to run 
applications in the background (often repre- | 
sented by a tool tray icon) that monitor your 
system. This isn't a problem for productivity 
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Pun Your We 


А Easy CD Creator 4 Deluxe 
If you own a CD-R or CD-RW drive, you 
want this package. It makes creating tra- 
ditional data CDs a drag-and-drop snap, 
and copying CDs is painless as well. But 
what this makes this package so attractive 
is that it’s a virtual Swiss Army knife of CD 
utilities. The package includes CD Spin 
Doctor, which makes the process of 
recording your old records and cassettes 
on CD a fairly painless process. Want to 
play your MP3s in your car? Easy CD 
Creator can automatically do all the con- 


a 


Sega's new console gaming system is 
priced a little better than most. Most con- 
soles spend their first Christmas at $299 
or $249, but the $199 tag on the 
Dreamcast makes it a little more palat- 
able as a gift idea. Never mind the 
price—the games are just plain cool. 
Even around our offices, hardcore PC- 
only game players have given in and 
joined the ranks of console owners 
after a little time with Soul Calibur. 
Computer gaming enthusiasts have 
argued quite a bit about how a PC 
is just as powerful, or more so, and 
has lots of great games that the 
Dreamcast never will. They're 
right. But Dreamcast games look 
fantastic, and there are some 
great ones that will never make 
it to a PC. Plus there's a certain 
appeal to sitting on a couch 
with a comfortable controller 
playing games on a large TV 
If the computer gamer in 
your life hasn't given in to 
the Dreamcast siren song 


4 Soul Calibur 


The game to own at the launch of the Dreamcast in September, 
it's still one of the best looking and playing games out there. 

Even those that don't like fighting games seem to get hooked 

on it. It's easy to play, looks simply amazing, and is chock 
full of secrets and extras. It will take quite some time to 
unlock all the characters, their alternate costumes, the extra 

game modes, and beat all the mission in the Mission Battle 
mode. When all that's done, there's always the option to 
plug in a second controller and practice a little hack 'n 

slash against a friend. 


MSRP: $39.99 
Company: Namco 
Website: www.namco.com 


Sonic Adventure > 

What would a Sega system be without 
Sonic? Sega's mascot character is back 
in a fully 3D world that mixes a few 
adventure and free-exploration stages 
with traditional action stages. It's not 
the greatest Sonic game ever made, but 
it's a very solid, and deep, platform 
action game. As the game progresses, 
more characters become playable (Tails, 
Knuckles, etc.) and each new persona has 
their own abilities and quests. Sonic 
Adventure is also the only Dreamcast game 
to make real use of the built-in modem. 


Ready 2 Rumble Boxing » 


It's almost as if someone took the over-the- 


a Sega Dreamcast 


ES Though you can't play with someone else top attitude of NFL Blitz and made a boxing 

= online, there are new features and small game with it. The different boxers are all cari- 
E modifications to the game that can be catures, full of personality and flavor. 

5 downloaded directly to your Dreamcast Pounding your way through a list of computer 
а memory unit. opponents not deep enough for someone 

a weaned on computer games? No 

= MSRP: $49.99 problem...the career mode lets you start a 

е Company: Sega of America gym and train boxers, entering them into 

Б Website: www.sega.com prizefights for money or title fights for rank. 
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already, they may be a little skeptical when 
they unwrap the box to find such a blasphe- 
mous gift. But in a few days, they'll thank 
you—if they can pull themselves away. 

You can't buy the console without getting 
some games too, of course. Besides, the way 
the Dreamcast has been selling, there's a good 
chance the computer gamer in your life already 
owns one. Here are a few titles that should keep 
them playing late into the night. 


MSRP: $199 
Company: Sega of America 
Website: www.sega.com 


NFL 2K A 
Sega's triumphant return to 
football games leaves just about 
every PC football game in the dust. Incredibly 
lifelike movements and camera angles have 
seduced even those who aren't fans of sports 
games. The game controls like a dream, care- 
fully walking the line between perfect realism, 
excitement, and ease-of-play. Don't fear that 
all the features we're used to seeing in PC foot- 
ball games aren't in there, though. NFL 2K has 
got it all—player and team creation, a fantasy 
league mode, full season play, play editing, 
you name it. 


MSRP: $49.99 
Company: Sega of America 
Website: www.sega.com 


Betting a 
little money on your 
boxer can provide that extra cash 
needed for training regiments. 


MSRP: $49.99 
Midway 
: www.midway.com 
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"delivers unique, engrossing and опе of the most brilliant strategy "Expansive Sequel for Hall of Fame 
monstrously addictive experiences. game designs ever conceived. Series is a resounding success. 
= Computer Games Strategy Plus = GameSpot -Computer Gaming World 
TM 


Look for the Special Millennium Editions of 
^ and of Might an 
© 1999 The 300 Company. All Rights Reserved. 300, Might and Magic, Blood and Honor, Heroes of Might and Magic, Armageddon's Blade, New World Computing and 


their respective logos, are trademarks and/or service marks of The 300 Company in the U.S. and other countries. All other trademarks belong to their respective owners. 
New World Computing is a division of The 300 Company. * Press testimonials refer to Heroes of Might and Magic ШІ. 


TING 


м wén n en 


COMPUTER GAMES * DECEMBER 1999 


x 
о 


Speed vs. Features: 
Which is more important? 


ideo cards today have all the 2D functionality anyone could reasonably require. In 


fact, I'm still looking for a video card with an option to limit its 2D speed so | сап 


actually select a paragraph in my word processor without accidentally jumping 15 


pages back. No...it’s not 2D ability that’s selling video cards these days, it’s 3D. 


The 3D features of video cards are there for two primary reasons: to make games look bet- 


ter and run faster. But which is more important? Chip makers only have a limited amount 


of resources, and they’ve got to make a decision at some point about whether they’re 


going to spend limited development time and silicon space on making the chip run games 


faster or provide new features for developers to exploit. 


Here at the end of 1999, the argument has | 
become one of “transformation and lighting in | 
NVIDIA's GeForce 256 or the higher fill rate of the | 
Savage 2000 and Voodoo 4.” Of course, this is a 
drastic oversimplification of the issue. Never 


mind that the GeForce 256, which has a lower fill 


rate than the announced specs of its competi- 
tors, is shipping 3-5 months earlier. The fact is, 
NVIDIA has opted to spend their engineering 
efforts making a chip that provides significant 
new features that can change the way develop- 
ers make games. Yes, the Voodoo 4 and Savage 


кене by Jason Cross 


| 

| 2000 will both offer some new features, but they 

| seem primarily targeted at making current 

| games run as fast and look as good as possible. 

Personally, it is most important for me that a 
game run at a speed that it looks smooth. This 
isn't an “average 60 frames per second” on some 
benchmark or anything...and it changes from 
game to game. A 3rd person game like Drakan 
looks smooth if it doesn't dip below 15 frames per 
second. Quake III Arena and Unreal Tournament 
need to stay about 25 or 30. | really want a game 
to look as good as it can beyond that. | want to 
run at a resolution where they don't look really 
blocky (800x600 on a 17" monitor or 1024x768 
on a 19" monitor). | want more polygons, better 
lighting effects, more detailed textures, cooler 
shadows, farther viewing distances, etc. Given 
the option of having a game look twice as good 
at 30 frames per second or half as good at 60,171 
generally have more fun with the improved 
image quality and reduced speed—as long as it 
doesn't get choppy. 
When buying a video card, ask yourself not 


; just how fast it will run current games. 


Benchmarks are great for this, but they only tell 

half the story. They won't tell you how well 
they'll run games in six months (you don't /ike 
replacing your video card every six months, do 
you?). Somehow, I get the feeling that in six 
months, my preference for a game that looks as 
good as possible without being choppy or 
blocky will be better met by a card with more 
features but less raw speed. 

Then there are other features that are all too 
often overlooked in video card reviews. What 
about the quality of the TV-out capability, or 
features like Matrox's Dual-Head Display? With 
so much attention paid to who gets the highest 
benchmark numbers, other features often get 
disregarded. Sure, all things being equal, a 
faster card is better. But a game doesn't "look 
the best" just by running faster. After all, we 
don't think Quake II looks better than Quake III 
Arena, just because it's faster. Similarly, we 
should consider more than just speed when 
judging the overall quality of a video card. 
—Jason Cross 


R RAINBOW SIX p 


www.redstorm.com 


Team Rainbow is back in full force. Rogue 
Spear, the sequel to PC Gamer's 1998 Action 
Game of the Year, immerses you even deeper in 
the explosive action of an elite multinational 
strike force. 


Rogue Spear feels so real, you'll be yelling 
'Tango Down!' in your sleep for weeks. And 
the multiplayer action is to die for. Remember, 
when stalking the enemy: Walk softly but strike 
like a thunderbolt. You only have one shot to 
save the world. 


* NEW REPLAY FEATURE 
* NEW MISSION EDITOR 
* FULL SNIPER SUPPORT 
* 
* 
* 


» EIGHTEEN NEW MISSIONS 
(теп Gaming JOYSTICK SUPPORT 
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PLAY IT ON ZONE.COM А AND LETHAL THAN EVER 
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Q: I am putting together a two-node network 
at home for head-to-head/cooperative gam- 
ing. Is a 1OMbps network fast enough or 
should | opt for a 100Mbps setup? 


Shane L. | 


А: A 10Mbps LAN will be fast enough for even the 
most demanding games, especially with only two 
nodes. However, there are lots of other good rea- 
sons to make a 100Mbps network instead. 
Networking kits with two 10/100Mbps cards and a 
small 100Mbps hub are available for less than 
$100. The faster network speed will come in handy 
when transferring those large demos or patches 
between two machines. When building a small 
network, you don't pay a whole lot more to get 
that 100Mbps speed, and it's really the best value. 


Q: What are Z buffers and all the rest of the 
buffers? | 
Веуап В. 


A: Answering that question as asked would take, 
oh, about 60 pounds of paper. Simply put, a 
“buffer” is a piece of memory where frequently 
needed data is stored to be retrieved more quickly 
than it could be re-calculated or retrieved from 
somewhere else. Buffers are everywhere, and have 
been used in computing for a very long time. So 
I'm going to avoid “all the rest of the buffers" and | 
just talk about a few common ones that have to do 
with 3D graphics. 

Z-Buffer: This is also called a “depth buffer" and 
it is a measure of the placement of a pixel along the 
Z-axis. In other words, it is a measure of how far 
“into the screen” a pixel should be. If you are run- 
ning a game at a resolution of 800x600 and it’s 
using a 16-bit z-buffer, your 3D card stores іп mem- 
ory 16 bits of information for each pixel it draws. 
Why is this important? Because your 3D card can 
then use that information to properly draw some- 
thing on top of something else. Imagine a chain-link 
fence in front of a tree... you want the tree to show 
through where the holes in the fence are, but you 
still want the fence drawn in front of the tree. 

Frame buffer: This is, basically, the image that’s 
displayed on your screen. The frame buffer is where 
your 3D card writes pixels to when it wants it dis- 
played on your monitor. Your RAMDAC then con- 
verts the info in the frame buffer to an analog sig- 
nal and sends it out to your monitor. Of course, if 
your monitor refreshes before your 3D card is done 
drawing the frame buffer, it would look terrible. So 
the 3D card actually has two frame buffers, one 
which is displayed and one which is written to. 
When the one being written to is finished, they 
swap. This is called double-buffering. It gets a lot 
more complex from there, but that’s the basic idea. | 

T-buffer: 3dfx's newly-announced T-buffer is 
like a frame buffer than stores multiple slightly 
different versions of the same scene, which it can 
then combine in different ways to do special 
effects like motion blur. This technology actually 
has been around for a while in what is called an 
“accumulation buffer,” and the T-buffer is incredi- 
bly similar. The reason it hasn't been in a video 
card yet is because an accumulation buffer or T- 
buffer requires using several times the fill-rate of 
the video card to produce good special effects. 
Video cards need to get a lot faster before this 
becomes commonplace. ! 


Q: Is there a way to toggle a cheat on and off as | 
you're playing a level? For example, sometimes 
I might use the fly cheat in Unreal for one or 


two hard jumps and then would like to disable 
it for the rest of the level. Can this be done? 
Barbara R. 


A: This varies from game to game, but most allow 
you to disable a cheat in much the same manner 
you enabled them. Some cheats are one-time 
bonuses that can't be rescinded (like ones that 
give you extra ammunition or health, or make a 
weapon or object appear). Others, like the "fly" 
cheat you mention in Unreal, are turned off by 
another command. Just as you type "fly" in the 
console to start flying, try typing "walk" to stop. 
In most games, when in doubt, try typing in the 
same cheat again to see if it disables it. 


Q: I'm running a 266MHz P2, 32 MB SDRAM, 16 
MB AGP Banshee and I'm not sure if my system 
has the cajones to run the likes of Mechwarrior 
3, Quake Ill, and others. My question to you is... 
What is the most pragmatic and cost-effective 
upgrade | can make, that will allow me to con- 
tinue gaming through the millennium? 

Johnny F. 


A: Buy a new system. Seriously! The most prag- 
matic and cost-effective upgrade you can make 
is to get a new system. | hate to be the one to tell 
you that, but you're in a situation where all the 
parts of your machine, except one, aren't fast 
enough to handle the most demanding games of 
this year, let alone next year. You can probably 
run most of them, but not fast and smooth 
enough, or with enough options enabled, to see 
them in all their glory. A 266MHz CPU is quickly 
becoming the bottom-end of what will run most 
games, many require 64MB of RAM to even oper- 
ate (128MB or more to run well), and that Banshee 
is seriously outstripped by the Voodoo3 and 
TNT2, both in features and speed. It's likely that 
other components, like your hard drive, are pret- 
ty slow compared to the new stuff out there as 
well. You can probably spend hundreds of dol- 
lars to "patch up" your machine to a reasonable 
level for today's games, but you'll find yourself 
quickly in the same situation you're in now. 
Given the incredible value that most PCs in the 
51500-2000 range are now, really your best 
choice, looking to the future, is to buy a new PC. 


0:1 am an avid gamer with а Pill 450 with а 
Voodoo3 3000. | don't have a TV (I'm at col- 
lege). ! would like to try out the Sega 
Dreamcast. My video card, as you already 
know, has a TV out. | was wondering if | could 
hook up a Dreamcast directly to my computer 
without a TV. I would appreciate if you guys 
could help me out here. 

Josh W. 


A: The problem here, is that a TV-out goes out to 
a TV. What you would need is a video card that 
has a TV "in" feature, which is definitely more 
rare (and more expensive). However, there is a 
VGA box that hooks to a Dreamcast and will let 
you hook it up directly to your computer moni- 
tor. Sega's official model isn't available yet, but 
à third-party one is. It also includes S-video and 
composite video and audio outputs for when you 
do get a TV (hey, you're in college, it's only a 
matter of time before you get a really big TV and 
stereo on credit). It doesn't work with every sin- 
gle game, but most of them work well with it. 
We've been using one here in the office and the 
visual quality is excellent. m 


Шарон: 


3dfx’s New Open-Source 
Texture Compression-3dfx is mak- 
ing its new ЕХТІ texture compression tech- 
nology available to software and hardware 
developers in a free, open-source format. 
3dfx claims that this new technology dra- 
matically reduces the size of texture 
images with little or no loss in visual qual- 
ity, enhancing game speed and improving 
the overall gaming performance. The tech- 
nology is supports multiple platforms 
including Windows, Macintosh, BeOS, 
Linux and other platforms. 


Savage 2000 Announced-s3's 
new chip, the Savage2000, boasts such fea- 
tures as support for up to 64 MB of video 
memory, a QuadTexture Engine (the ability 
to composite four textures in a single cycle), 
S3TL (transform and lighting engine), 
DTV/DVD Playback, a dynamic Multi-Tap 
Scalar, Dynamic Multi-Tap Scalar and a third 
generation Motion Compensation Engine. 
Products based on the chip may be available 
as early as this Christmas, the first of which 
being the Viper II from Diamond Multimedia. 


NVIDIA Reveals GeForce 256 
GPU-rhe company is dubbing it's new 
graphics chip a "GPU" or "graphics pro- 
cessing unit," because it can potentially 
take much of the graphics work previously 
done by the system's CPU and perform it 
on-chip. The GeForce 256 contains nearly 
23 million transistors, 50 Gigaflops of float- 
ing-point calculation capability dedicated 
to 3D, the ability to handle 15 million sus- 
tained polygons per second and more than 
480 million pixels per second. It also sup- 
ports up to 128MB of frame buffer memory, 
AGP 4X with Fast Writes (a unique feature 
in GeForce 256) and a 350MHz RAMDAC 
offering resolutions and color depths up to 
2048 x 1536 @ 75Mhz. 


$3 & Diamond Multimedia 
Merger Completed—stockholders of 
both Diamond Multimedia and $3 Inc. have 
finally approved the merger of the two com- 
panies. Shareholders of Diamond Multimedia 
will receive .52 of a share of 53 stock for 
each share of Diamond Multimedia stock 
held as part of the merger agreement. With 
the merger behind them, $3 announced that 
it plans to reorganize in four business units: 
Communications, Multimedia (includes 
graphics, audio and mobile graphics tech- 
nology) Professional Graphics (Corporate, 
Workstation graphics) and RioPort. 


$3 & Nintendo Partner for 
Dolphin-wintendo and 53 incorporated 
announced a partnership to employ 53% 
texture compression technology on 
Nintendo’s next home video game console 
system, code-named ‘Dolphin.’ Dolphin will 
be the first home video game console system 
to embed $3’s texture compression technolo- 
gy (S3TC) right onto the graphics chip. $3 
claims that the end result of this will be the 
“elimination of blurriness, blockiness and 
monotonous repetition of the same elements 
on screen". ш 
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“The Godfather Meets Sim City'"—What more could an 
aspiring street thug ask for?”—Antagon .aol.com 
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ildly hysterical strategy 
ММ: set іп the American 
underworld circa 1933. 
You’re the Boss; use your street 
smarts and an army of willing thugs 
and enforcers to take control— 


slip-up and you sleep with the fishes! 


RETE, 


TIMBRADYGAME 


'AKE YOUR GAME FURTHER 


©1999 Studio 3. Published by Simon & Schuster Interactive, a division of Simon & Schuster, Inc. 
1230 Avenue of the Americas, New York, NY 10020. A Viacom Company. All rights reserved. 
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GeForce 256 


Ts born, and we've gotten our hands on a 
newborn Guillemot's 3D Prophet, an Nvidia 
GeForce 256 card which should hit retail in mid- 
October at a price of $269. Similar to other 
GeForce 256 cards you'll see this year, the core 
chip runs at 120MHz and the memory at 166MHz. 
In our tests, we compared the card to a TNT2 
Ultra at 550MHz with 183MHz memory. 

Despite running at a slower clock speed than 
the TNT2 Ultra, the GeForce 256 chips can draw 
pixels faster using its four discrete pixel 
pipelines, each of which can draw a full trilinear- 
filtered pixel with one texture per clock cycle. 
That means it can draw 480 million pixels per 
second, or 240M dual-textured pixels per sec- 
ond. A ТМТ2 Ultra at the standard 150MHz can ! 
draw 150M dual-textured pixels per second, and | 
the current king of fill-rate, the Voodoo3 3500, | 
can draw 183M dual-texture pixels per second. | 

) 
| 


al tests, at certain resolutions, the GeForce was 
very nearly the same speed as a TNT2 Ultra. 

ı During the short time we had the card for test- 
| ing new drivers were made available, and they 

made an enormous difference in our Quake III 

Test benchmarks, which were previously only 

slightly faster than the TNT2 Ultra. Guillemot 
acknowledged that the drivers aren’t yet ready 
for prime time, and will be much better tuned 
when the card goes on sale. This is the danger 

of benchmarking a beta card with beta drivers— 

it's hard to get an accurate picture of the perfor- 

mance of the final version. We've provided some 
32-bit color benchmarks just for comparison, but 
bear in mind that this is a beta product with 
| beta drivers. The performance of shipping prod- 
ucts should be better. 

Our OpenGL tests using Quake III Test version 
1.08 were very interesting. We turned all the 
graphics options at their highest settings and the 
GeForce was about 20-40% faster than the TNT2 
Ultra. More interesting were our “high polygon” 
tests. Quake III is one of the few games that will 
use a video card's polygon transformation abili- 
ties if it has them. We entered some console 
commands which double or triple the number of 
polygons per screen in Quake I/we made 
| curved surfaces more curvy, prevented the use of 
lower-detail models, lengthened the distance at 
which curves get less detailed, and enabled the 
stencil-buffer shadows. Like the TNT2 Ultra, the 
3D Prophet took quite a frame-rate hit, but it 
remained nearly twice as fast as the other card. 
Though the raw frame rate increase with most 
other current games wasn't very high, we esti- 
mate that driver optimizations will widen the 
gap considerably by the time GeForce-based 
cards hit store shelves. 

All this power comes at a cost, though. 32MB 


em 
he next generation of 3D accelerator cards is | 


The "big deal" feature of the GeForce 256 is its 
ability to accelerate polygon transformation and 
lighting. "Transformation" represents calcula- 
tions that translate polygons from the three 
dimensions they operate in to the flat 2D coordi- | 
nates that our monitors display. "Lighting" i 
changes the color of polygons according to the | 
lights around them. The GeForce 256 chip promis- | 
es to handle up to 15 million triangles per second | 
with 8 hardware lights (the scene can have more | 
than 8 lights; but each triangle can be lit by up 
to 8). Realistically, developers should be able to 
use geometry that is 2-5 times as detailed as they 
would be able to using just the CPU for TEL. 

To use hardware TEL acceleration, a game has 
to be written to use either OpenGL or DirectX 7. 
Some games, like Quake III Arena, are all set for 
cards that accelerate TEL. Others will need some 
patching—even though Unreal Tournament uses 
DirectX 7 and Tribes uses OpenGL, neither game cards based on the GeForce 256 chip should cost 
relies on the API to handle transformation and | between $250-300. Make no mistake, though: 
lighting, so they will only benefit from the | The GeForce 256 is a major step forward. The leap 
increased fill-rate of a GeForce-based card. | to four-pixel pipeline and hardware TEL acceler- 

Besides the increased fill-rate that the four-pixel | ation is a much bigger technological jump than 
pipeline offers, Nvidia has added Cube | the leap from the TNT to the TNT2, or Voodoo2 to 
Environment Mapping, support for DirectX Texture | Voodoo3. This is the beginning of a whole new 
Compression, Dot-Product Bump Mapping, and | class of 3D accelerator. The 3D Prophet is perhaps 
better DVD video playback abilities. | well named—along with other cards based on 
| 
| 
| 
) 
| 
І 


Our performance tests revealed mixed results. | the GeForce 256, it is the beginning of something 
big, like the prophets of old, heralding remark- 
able things to come. —/ason Cross 


The beta drivers we had access to were obviously 
not yet tuned for optimal performance. In sever- 


Nvidia turns up the heat with 
the fastest 3D card yet 


| Nvidia's "Wanda" demo is an example of the char- 
| acter detail possible with lots and lots of polygons. 


A demo showing off cubic environment mapping— 
touch the bubble and it warbles, properly distort- 
ing the reflection. 


More cubic environment mapping. The bubble 
reflects the motion of it's surroundings in real-time. 


All tests performed with vsync off. Baseline is а 32MB TNT2 Ultra at 150MHz with 183MHz memory using Nvidia reference 
drivers. Unreal Tournament demo tested with “wicked” demo. Quake 3 test run with all igreptics options set to highest 
setting. The test system was a 600MHz Athlon with 128MB PCIOO SDRAM. 


32bit color 640x480 800x600 1024x768 1280x1024 

Д Baseline Geforce Baseline Geforce Baseline Geforce Baseline Geforce 
Quake3 Test 1.08 Б 102 5h 15 31 46 a 26 
Q3Test High Poly 29 5h n 31 B 3 8 B 
Unreal Tournament Demo 31 3h 30 31 28 29 % п 
3D Mark 99 MAX 6289 6262 5493 6168 4030 4882 202 2963 
Drakan AB 52 4l 48 35 D n 30 


There are over 100,000 triangles in this scene, 
with 6 dynamic lights. The GeForce maintains 
over 25 frames per second. The graphics configu- 
ration screen...get used to it, you'll spend a lot 
of time here. 


D 
MANUFACTURER cuillemot 
MSRP $269 


RELEASE DATE october/November 
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Power Series P 


facturers—to sell people a “budget gaming 

system" that doesn't cost much but delivers 
fantastic performance. It’s right up there with 
the "really great cheap notebook.” Products 
claiming to be really good gaming computers 
that don’t hurt the bankbook often seem to 
promise something for nothing. Take a closer 
look, and you'll almost always find that the 
manufacturer skimped in a few very important 
places to keep the cost down. In the hyper- 
competitive PC marketplace, there's no such 
thing as a free lunch. 

The 500MHz Pentium III from Future Power's 
Power Series line of machines may seem like a 
bargain at about $1500 (without monitor). 
That's enough processor power to handle any 
game you throw at it, and along with a fast 
ATA/66 hard drive and 128MB of RAM, you 
should have no problem running just about 
anything at a more than acceptable speed. 
Right? Hold on there—the savings had to come 
from somewhere, and unfortunately it's the 
video and sound that suffered. | 

If you were building а gaming system based on 
а 500MHz Pentium Ill, would you hamstring it's 
game-playing performance with a Savage 4- 
based video card? Neither would we. The Power 
Series machines are outfitted with a Diamond 
Stealth Ill S540 video card, a 32MB card that has 
some nice features, but is simply slow by today's 
standards. On the verge of a new generation of 
products from NVIDIA, 53, and 3dfx, anything less 
than a standard TNT2 or Voodoo3 2000 simply 
doesn't belong in a brand new gaming system. 
From a compatibility standpoint, the card per- 
formed pretty well, but has some occasional visual 
glitches in some games, such as Quake3 Test and 
the Asheron's Call beta. Video performance was 
about on par with the SOOMHz Pentium III from 
Falcon Northwest we tested over six months ago, 
and that was equipped with a plain TNT card. 

The sound was skimped on a bit as well. You 
don't get a sound card based on the Vortex2 
processor from Aureal or a Sound Blaster Live! to 
really let you take advantage of the quality 3D 


| t's one of the holy grails of computer manu- 


| nearly the advertised speed. For CD-ROM perfor- 
‚ mance, it averages 18x. The 19” Future Power 

| brand monitor we tested with the system is 

1 capable of pretty good refresh rates, but the 


You get what you pay for 


entium 111 


It's a slick looking package, but there's a little meat and potatoes missing. 


sound in many current games. Rather, a Creative 
Labs Ensoniq 1373 is used. While this low-cost 
card will play back standard sound effects and 
CD audio just fine, don't expect fancy positional 
audio effects. 

Performance faltered in a few other areas, as 
well. The Toshiba 6x DVD-ROM actually tested 
with DVD-Tach at 2.3x, which isn't slow, but not 


equipment. It's about the size of a typical CD- 
ROM drive, and fits into a 5.25" bay. A small 
gray ribbon cable connects it to a bracket at the 
rear of the machine, with input and output jacks. 
The EQ includes a volume control, headphone, 
and microphone jacks, which is a lot easier than 
reaching around behind your computer for 
them. There are several preset settings (rock, 
classical, etc.) that are all fully customizable. The 
EQ is à nice touch, and giving up a 5%-їпсһ Бау 
for it isn't that big a deal, since with the DVD- 
ROM in place there's still one unused bay. We 
would have started with a better video or sound 
card, though, and added the EQ as a bonus fea- 
ture on more expensive models. 

The built-in ZIP drive is another good feature 
not entirely common in low-cost systems, and 
like the EQ, probably should have taken a back 
| seat to better video and sound cards. The beefy 
| 20GB ATA/66 hard drive performed well, with an 
| average throughput of about 16MB/s and a 
maximum of about 20. 

Future Power's Power Series line isn't neces- 
sarily bad, sporting a 500MHz Pentium III with 
a few nice features (zip drive, EQ, ATA/66 hard 
drive) at an affordable price. We have to ques- 
tion its worth as a gaming machine though, as 
some of the accoutrements add far less value 
than a faster video or sound card would have. 
—Jason Cross 
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MANUFACTURER Future Power 


Windows driver works just like using the generic 
"Plug and Play Monitor" driver, limiting the 
refresh to 85Hz. The colors are good and the pic- 
ture sharp, but it's not a very bright monitor, 
which prompted us to compensate by increasing 
the gamma adjustment for the video card. 
Included with the system is Future Power's 
own NewQ Gold equalizer, a pretty nifty piece of 


The flashing lights of the EQ will impress your friends. 


MSRP $1499 (system), $399 (monitor) 
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UPSIDE 


Command & Conquer in a more 
impressive, fast-paced environment. 


[above] Kane Lives! 


[left] Convenient blue and green Tiberium fields. 


| Conquer mold. 


 DOWNSIDE 


Does little to break the Command & 


Command & Conquer: Tiberian Sun 


Command & Conquer goes to Hollywood 


extreme expectations and | 

scrutiny placed upon Command | 
& Conquer: Tiberian Sun. The origi- 
nal Command & Conquer was a 
blockbuster that helped put real- 
time strategy gaming on the map. 
While Westwood has since pub- 
lished games that are virtually 
indistinguishable from Command & 
Conquer in their interface and 
gameplay (prequel Command & 
Conquer: Red Alert and Dune 
2000), these games provided 
slight relief to the many fans des- 
perate to retum to the compelling 
story line of the original. The four- 
year lapse since the original CEC 
has only served to increase the 
expectation of many gamers that 
through Tiberian Sun, Westwood 
would once again revolutionize RTS 
gaming. But, unlike its predeces- 
sor, Tiberian Sun has dawned in a 
genre replete with heavyweight 
competitors such as StarCraft, and 
will be forced to suffer close com- 
parisons. But critics obsessed with 
assessing Tiberian Sun's contribu- 
tion to the genre, and gamers 
expecting it to provide revolution- 


Е games have had to face the 


E Real-Time Strategy 
PUBLISHER westwood 


REQUIREMENTS pico, 32MB, 


4x CD | 
MULTIPLAYER 2-8 players, | 


modem, TCP/IP, IPX 


RATINGS © 


ary gameplay, pay their bills, and 
solve their personal problems, will 
all miss the obvious: Tiberian Sun is 
a very entertaining game. 

Tiberian Sun sees battle rejoined 
between the Global Defense 
Initiative (GDI) and the Brotherhood 
of Nod, this time in 2030 A.D. on 
an Earth where the mysterious 
tiberium crystals are slowly con- 
suming the planet, warping the 
flora and fauna, and creating a 
race of mutant outcasts to rival GDI 
and NOD. The plot is driven in the 
single-player GDI and NOD cam- 
paigns by outstanding cut-scenes 
that show off high production val- 
ues and easily recognizable actors, 
such as James Earl Jones and 
Michael Biehn, as well as Joe Kucan 
reprising his original role as Kane. 
The combination of live-action and 
rendered movies before and after 
each mission is the one area in 
which Westwood continues to truly 
outperform the competition. 


The more things change... 
On the battlefield, Tiberian Sun is as 
conspicuous for its continuity with 
previous Westwood RTS games as it is 
for changes. It continues to employ 
the same interface. It continues to 
rely on a similar array of units and 
structures. However, it has aban- 
doned the awkward, nearly top- 
down approach for an isometric 
viewpoint that permits you to fully 
enjoy the rich dynamic scenery of a 
planet ravaged by tiberium and 
tiberium-powered war machines. 
Eerie lighting effects combine the 
glow of tiberium fields with explo- 


THE BUZZ 


“After the billionth delay | began to expect something amazing. What 1 
got was something that is a polished up СЕС with a few minor tweaks.” 


— Joshua Emery 


Finally, there is a serious game balance issue between Nod and GDI.” 


— Xavori 


“With the capturing of buildings and tunneling, Tiberian Sun adds an 


element of uncertainty that Total Annihilation does not have.” — John М. 


sions, meteor showers, and ion 
storms. The environment is more pli- 
able than in the past: battlefield 
explosions leave craters and scars, 
and some cliffs can be exploded to 
reveal paths from low to high 
ground. Bridges are easily destroyed, 
both intentionally and incidentally, 
and units unlucky enough to be tra- 
versing a bridge when it collapses fall 
to their death. This gives bridges 
considerable strategic importance, 
especially early in the game when 
aerial and underground units capa- 
ble of altemate routes are not yet 
readily available. 

Real-time strategy games inher- 
ently require considerable suspen- 
sion of disbelief: after all, real 
armies rarely collect natural 
resources or build an entire mili- 
tary-industrial complex on the bat- 
tlefield to complete their missions. 
But other than the improved back- 
ground, Westwood has made little 
concession to the gaming commu- 
nity's increasing thirst for realism. 
For example, unlike in other RTS 
games, structures under construc- 


tion are not visible or vulnerable, 
but magically rise from the earth 
when completed. While unit graph- 
ics are better than they have been 
in the past, the extremely cartoon- 
ish pedestrian units are still only 
barely anthropomorphic, and vehi- 
cle movement often seems more 
representational than real. 

Among features common to RTS 
games, Tiberian Sun has adopted 
unit production queues, which 
make it easier to produce one army 
while directing another. It has also 
added unit veterancy. But it has 
not adopted unit upgrades, a stan- 
dard feature among the best RTS 
games. Rather than having to 
redesign the production interface, 
it has also decided to stick with the 
nonsensical system that mandates 
that units can only emerge from 
one of any given type of produc- 
tion facility. For example, you can 
have ten barracks scattered across 
the map, and while you will be 
able to produce infantry units 
faster than if you only owned one 
barracks, only one of them can be 
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selected as the one from which all 
the units emerge. This makes 
building up military forces in sepa- 


GDI and NOD units match up 
well overall in terms of size and 
firepower, with a few exceptions, 


> 


rate areas of the map harder than it 
ought to be. 

At the bottom of the build hierar- 
chies, structures and units are nearly 
indistinguishable from previous 
Westwood RTS games. Each base 
begins with the deployment of a 
Mobile Construction Vehicle (MCV) 
as a Construction Yard. This is fol- 
lowed by the construction of Power 
Plants, a Barracks, a Tiberium 
Refinery, a War Plant, and a Radar, 
in more or less that order. The exotic 
structures making a reappearance 
include the GDI orbital lon Cannon 
Uplink and the NOD Obelisk of Light 
While GDI now has a shield genera- 
tor that allows it to place an impen- 
etrable aerial shield around its base 
for a short period of time, the most 
interesting new structure is the NOD 
stealth generator, which allows 
entire NOD bases to be cloaked. 


x 


Now: A NOD Base during an lon Storm in Tiberian Sun. 


while NOD units gain a consider- 
able edge in speed and stealth. 
Mechs have appeared alongside the 
traditional tanks in the GDI vehicu- 
lar arsenal. While the stamina and 
firepower of the GDI mechs give 
them the early-in-the-game edge 
over more fragile NOD cycles and 
buggys, NOD's artillery, self- 
entrenching tanks, and cloaking 
tanks quickly make up the deficit. 
NOD's cyborg infantry, tiberium- 
mutated hybrids, are hands-down 
the toughest infantry units, and, 
unlike other pedestrian units, can't 
be squashed by large vehicles. GDI 
is blessed with jump-jet infantry, 
which proves invaluable in scout- 
ing and exploration because, as 
silly as it may seem, it is the only 
airborne unit in the game permit- 
ted to fly over unexplored territory. 
NOD's real stealth advantage 


Gap-ing the Bridge. 


comes from its burrowing subter- 
ranean units, especially its 
Armored Personnel Carrier. This 
unit can travel underground, virtu- 
ally undetectable, and surface in 
any unpaved area. While it can 
carry any pedestrian unit, it is per- 
haps best employed in sneaking a 
group of engineers into the center 
of an enemy base. 

A staple of the Westwood RTS 
games, the engineer is capable of 
capturing enemy buildings and 
thus provides an insidious and 
powerful member of the arsenal for 
both GDI and NOD. Multiplayer 
games can be cut short by slipping 
an engineer into an opponent's 
camp and capturing his construc- 
tion yard, thereby ending his abili- 
ty to build structures, or capturing 
his barracks and using it as а 
spawning ground for more engi- 
neers to quickly capture the rest of 
his base. This tactic is equally 
effective in single-player mode. 

Some of the most intriguing 
units belong to neither GDI nor 
NOD: they are the mutants and vis- 
ceroids created by tiberium. The 
stealthy race of mutants, called 
Shiners, are reminiscent of the 
Fremen in Dune 2000, and are 
allies in the single-player cam- 
paigns and potential obstacles in 
the multi-player arena. Infantry 
that die from tiberium exposure, 
either from standing in a tiberium 
field or after being exposed to 
NOD's devastating Chemical 
Missile, turn into visceroids: rolling 
71 blobs that attack everything in 
"| their path. In long games, the 
number of visceroids undulating 


This is Not CNN. 


over the map can become so great 
that they pose a significant threat 
to the very existence of both СО! 
and NOD forces. 

Tiberian Sun boasts outstanding 
pathfinding: units rarely seem to 
go astray, almost always make it to 
their destination if not actively 
obstructed, and do not even try to 
move if there is no possible path. In 
fact, the pathfinding is too good: 
units always take the most direct 
path to their destination, even if 
the path or the destination itself is 
in unrevealed terrain. For better or 
worse, this greatly simplifies the 
process of exploration. The way- 
point system is also impressive. In 
waypoint mode, paths can be cre- 
ated, edited, and even looped. 
Units can be instructed to follow 
looped paths in guard mode, 
meaning that they shoot at any 
opponents they encounter, making 
it simple to set up a patrol perime- 
ter around a base. Sending units 
on active guard patrols is impor- 
tant because units standing around 
the base display a disturbing disin- 
terest in nearby enemy units. 

Control and collection of tiberi- 
um is by no means the strategic 
centerpiece of the game that it 
could be. Tiberium is plentiful, and 
tiberium harvesters can take a 
great deal of punishment before 
being destroyed. Although there are 
two types of tiberium, blue and 
green, blue tiberium is simply a 
more concentrated version of the 
green. This means that Tiberian Sun 
is less about strategic control of 
resources than other leading RTS 
games, in which a variety of 
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resources are required to produce 
various units (Consider StarCraft, 
which has two collectible resources, 
or Age of Empires, which has four.) 
Blue tiberium's unique characteristic 
is that it is unstable and explosive, 
but while this suggests the promis- 
ing tactic of attacking the enemy 
while they are traversing a blue 
tiberium field, this seems to work 
inconsistently in practice. 
Elimination of tiberium harvesting as 
a strategic factor is even sanctioned 
in multiplayer games, where placing 
harvesters off-limits to attacks is 
actually a selectable option. 
Campaign missions are divided 
between production and non-pro- 
duction missions, with a few that 
are mixed. Non-production mis- 
Sions are considerably harder 
because you have to play the hand 
you are dealt and cannot use time 
and tiberium to create an unstop- 
pable army. In production mis- 
Sions, patient players will 
inevitably triumph over the AI, 
because they will build a larger 
array of forces than their computer 
opponent, and also because they 
will display more tactical savvy 


than the Al. For example, when 
SAM sites pose a threat to aerial 
forces, human players have the 
sense to either send in ground 
troops to take them out, or to con- 
centrate all aerial bombardments 
on the SAM sites and whittle them 
down until control of the skies is 
achieved. Al opponents, on the 
other hand, show little discernment 
in target selection. For example, 
computer units will attack ground 
units sent in as decoys, meanwhile 
allowing a group of engineers to 
walk right by and take over their 
critical structures. Al opponents 
also show little interest in replacing 
lost defensive structures. By 
promptly replacing lost SAM sites, 
NOD Al could quickly bring a 
expensive GDI air war to an end. 
But the Al seems content to spend 
its money pumping out feckless 
infantry units instead. 


Multi-player mayhem 

It's ironic that given the time and 
money Westwood invested in the 
scenes driving the single-player 
campaigns, many fans will evalu- 
ate the game based solely on the 


Dealing with urban decay. 


quality of the multi-player action. 
If they judge it on its merits, they 
are not likely to be disappointed. 
Overwhelming an opponent with a 
less-than-elegant tank rush is no 
longer as viable a strategy as in 
past Westwood RTS games. The 
Electro-Magnetic Pulse Cannon 
structure fires a burst that can tem- 
porarily disable all mechanized 
units, making them easy pickings 
for infantry units. Defensive 
emplacements also seem to be 
more effective than in the past. 
The pinnacle of tough tactical 
decision-making comes when 


The denizens of Westwood's multi- 
player server subscribe to such a 
diversity of strategies and possess 


| such inconsistent levels of skill that 
| no two multi-player matches are 
| ever alike. 


In conclusion, rather than pro- 
ducing the revolutionary game that 
many fans were expecting, 
Westwood made Tiberian Sun con- 
sistent with its Command & 
Conquer predecessors. While this 
may mean that it is not as novel as 
the original Command & Conquer, 
or even StarCraft, its oft-challeng- 
ing and interesting campaigns, 
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playing in a multi-player game | and its excellent and unpredictable 
featuring both NOD and GDI oppo- | multi-player make it a worthwhile 


nents: maintaining a defensible | purchase for fans of the Command 
base can overwhelm a player—an | € Conquer Series and RTS fans in 
| general. —Nick McElveen 


EMP Cannon is needed to defend 
against a GDI mech rush; contigu- 
ous gates and walls are needed to 
keep out enemy engineers; con- 
crete is needed to keep out NOD 
subterranean APCs and flame 
tanks; numerous SAM sites are 
needed to defend against GDI air 
power; and meanwhile the player 
has to find time and money to 
develop the offensive capability to 
carry the battle to the opponent. 
The character of multi-player 
games depends largely on the 
players. Patient players focused on 
resource collection, defense, and 
technological development can be 
involved in lengthy games that will 
eventually tum on special attacks 
such as the GDI orbital lon Cannon 
and the NOD Chemical Missile, as 
well as control of the skies by the 
powerful air units. Impatient 
gamers, especially those playing 
GDI, can make the game much 
more fast-paced and unpredictable 
by forcing their opponents to join 
them in a battle-royale of the basic 
units until one side is able to put 
up enough new structures to get a 
defensive and technological edge. 


The NOD Commander: Colonel Slavik. 


The NOD borrowing flame tank in 
action—CDI infantry served extra- 
crispy. 


| A NOD Obelisk of Light deals quick 
| death to a GDI Hover Tank. 
| 


NOD Base after being hit with a Chemical Missile. 
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You were not born noble, 


but your destiny is fo reign as Ring. 


+ Command your knights in menacing formations. 


+ Dominate the worlds marketplaces. 
+ Embody the spirits of William Wallace, Saladin, % 
Barbarossa, Joan of Arc, and Genghis Khan. 

+ Listen to monks speak of thirteen unique 
warriors and civilizations, all in their own dialects. 
+ Achieve victory through conquest, economic 
stranglehold, or exploration. 


+ Find more glory at www.mierosott.com/games/age2 


Focus on 
A quick chat with 
Phillip Campbell, 
Senior Designer at 
Eidos Interactive, 
who has worked 
closely with 

the Quantic Dream 
team over the last 
two years..... 


Omi 
What is it?!?!?!!? 

Omikron: The Nomad Soul is a futuristic 
real-time adventure that is being developed by a 
talented development group in Paris, Quantic 
Dream. The game's ambitious storyline and 
gameplay elements transcend the narrow 
confines of traditional gaming genres, combining 
a deep game plot with adventure, exploration, 
action, combat and role-playing elements in 
order to fully immerse gamers into the Omikron 
world. 


What is your title and role 

for Omikron? 

I'm the Senior Designer for Eidos Interactive 
(USA), and have been walking the streets of 
Omikron for over two years "maintaining Eidos 
Interactive's commitment to design". Basically 
that means a bit of everything! Concept and 
level design, additional story, voice-talent wran- 
gling, translations, integrating the ‘Bowie’ 
aspects of the game....0f course I'm always in 


Guard of honor. 
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Soyinka, Queen of the Azkeels. 


„total agreement with my two producers, Herve 
Albertazzi in the UK and shadow producer Tom 
NL 


Marx in the US. Almost always... 


If possible put Omikron's 
story in a "nutshell". 

The game of Omikron is essentially a trap. From 
the moment you walk into your local shop and 
see the Omikron box on the shelves you're play- 
ing the game, being lured into the trap - imagine 
a device similar to the Hellraiser cube, it's a com- 
pelling and beautiful object that you MUST 
explore. Omikron is a parallel universe, existing 
in real-time alongside Earth, and once your soul 
is projected into its dark streets there is no turn- 
ing back until you succeed, or fail. You arrive in 
Omikron in possession of a body you do not 
know, for reasons you cannot fathom. From this 
point on you will have to talk, investigate, fight, 
drive, shoot, ride and explore your way to the 
conclusion of the game - and gain deliverance 
from this strange dimension. 


David Cage, the boss of Quantic Dream, has 
spent over 3 years creating his singular, unique 
vision of Omikron - it's all we can do to keep up 
with his flights of imagination! 


How many characters can you 
possess (upon death)? Is there 
a limit? Are they all fleshed 
out in this 'world city'? 

There are about 40 characters that you can 
‘incarnate’. This may be as a result of death or by 
your own choice. One of the skills you develop is 
the ability to freely choose who you will be next. 
Death is by no means ‘The End’. In Omikron, the 


player never has to 'Quit', simply, the next 
person that arrives at the scene of your demise 


J becomes you. 


Once you gain the ability to incarnate other char- 
acters, the only limit is the strength of your skill. 
You may happen upon a body you are particu- 
larly keen on, say outside the Arena, or in the 
local Pharmacy. Then, it's a matter of your mana 
strength as to whether you can project your soul 
into that character or not. Each character you 
can play has many traits, everything from a 
name to a unique skill set. Some characters even 
have apartments, jobs, or family. Some are better 
at certain skills than others, you may find it 
easier to fight if you are in possession of a 
strong, fast character, or you may find it easier 


Shoot-out at the supermarket. 


to sneak through a forbidden installation in the 
guise of a Guard. One of the pleasures of the 
game occurs when you take on a new character 
as you pick up some of the threads of THEIR life. 
You may find yourself diverted from your main 
purpose to, for example, spend more time 

‘interacting’ with your new wife, or helping Jorg 
to become "Master of the Arena". Incarnate as a 


Mecaguard alert! 


Taar Monk, and you will not only gainaccess to 
the secret fighting techniques of the Taar, but 
also may feel a spiritual need to “walk the plan- 
et", misquoting religious tracts and writing bad 


poetry! 


Tell us about the engine 
capabilities please. 
Phew! Of course it's not just about technical 
capabilities, glossy special effects and variety of 
big guns, the measure of Quantic's success lies 
in whether they've succeeded in making an 
immensely playable and REAL world to experi- 
ence. Here's some of what you get! 

“А full-featured first-person shooter engine, 
with mouse control, intelligent enemies and 
interactive, cinematic interludes. 

* A totally 3D fighting engine, with combos, spe- 
cial moves, each fighter and opponent with 
unique styles. 


* А revolutionary ‘learning’ system - not only 
can you research and learn the rudiments of 
good investigation technique (adventuring, if 
you will) but fighting and shooting skills can 
be constantly improved. In shooting, players 
can learn their skills and practice different 
weapons at the many virtual shooting 
galleries throughout the city. You may even get 
some insight into guerrilla tactics from Krill, 
the resident weaponry expert. For fighting, 
most characters have access to virtual training 
centers, where they fight holographic enemies, 
and later, masters of the fighting art will 
demonstrate and teach the player new moves, 
combos etc. And, of course, if you're brave 
enough, there's always the Arena... 

The ability to explore many diverse zones of 
the city surrounded by hundreds of passers-by 
and vehicles. Every door has something behind 
it, adding to the richness of the story. Add to 
this over 40 possible reincarnations and over 
a hundred speaking characters... 


Iman 1631 takes no prisoners in the boys’ locker room. 


Be careful! Reshev knows where you are... 


Full body and facial motion capture for the 
first time ever in a game, coupled with hours 
of dialogue. In Omikron, conversations are 
never static! 

* Realistic day/night cycles, random snow and 
rain. 

* Virtual concerts and a fully cinematic 'game- 
track’ of original music. 

* A cohesive and dynamic story, in the mould 
of the classic adventure games of the past, 


Investigating the Red Light District. 


with a scenario that starts perhaps reminis- 
cent of the Blade Runner genre, but develops 
into something altogether more magical... 


* Oh, ok then....DAZZLING special effects and 
REALLY BIG GUNS!!! 


Here's Omikron in figures: 
* More than 400 different sets in 
* More than 140 types 


ап 300 objects that 


* Hundreds of passers-by and vehicles move 
about in the streets 


nipulated 


* Two years to write the scenario 
* 3.9 kilos of game design 
* Thousands of sketches in the graphical design 


* 4 hours of dialogues with more than 1200 
responses 


* 693 moves in motion capture 
* 35 people working over 3 years, including 11 
programmers. 


*489 Pizzas, 302 hamburgers, 71 chicken 
pineapples with Cantonese rice, 894 litres of 
coke 


* 411 taxi bills 


Equals - one realistic world, complete gaming 
freedom, who will you be next? 


Everyone, hard-core gamers, and 
novices alike, all start from the 
same place — alone, confused, 
scared. It's up to you and your 

to decide what to do next. 
advantage of the training, o 

pile straight in? Go shopping, 

shoot something? Talk or fight? 
Follow the noble cause and save 
Omikron, or just hang about your 
apartment listening to cool music - it's 
all up to you... 


Q and A courtesy of 
C/Net's Gamecenter.com 


Omikron: The Nomad Soul is a trademai 
Copyright © 1999 Quantic Dream. EIDOSI 
EIDOS INTERACTIVE logo are all regist 
Interactive, Inc. Copyright © 1999 Eida 
reserved. 
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and a location map that players can access 


дурї. Land of mythology, mystery, pharaohs... and the from А 
АЕ ication of the transformed system will 


most complex tombs known to man. Tombs littered for hi 


with mazes, puzzles and traps, designed to drive "give new life:to puzzle'elements — a key feature of Tomb Raider: 

even the most persistent raiders to distraction... ог The Last Revelation. Clear objectives and smaller locations will 

death. Enter: Lara Croft. Based entirely in Egyptian result in less time spent traveling between areas. Individual 
locations, The Last Revelation's plot revolves around ancient environments are. reminiscent of the original game - tightly 
mythology and the alignment of the stars at the millennium. focused and puzzle-oriented, but with higher levels of detail and 


Finding herself іп a serious predicament, Lara's objective is clear а greater number of objects than seen before. | 

from the outset - she must escape a terrifying destiny and rectify 

a situation that threatens to destroy humanity. The atmosphere will also be more akin to the original due to the 
emphasis on ancient locations and tombs. To further the atmos- 

The story is unveiled seamlessly through gameplay action driven рһегіс detail, the lighting system features spotlighting. New 


by advanced engine technology. New programming routines environment mapping allows a variety of surfaces and objects to 
allow levels to dissolve into cinematic cut-scenes and full reflect and react to light sources. Lara herself will have a new 
motion video (FMV). Loading screens are eliminated, making the remodeled look — fully skinned and more detailed. A range of 
adventure a continuous, focused experience. Tomb Raider: The new moves, both simple and complex, provides an assortment of 
Last Revelation's redesigned inventory system replaces brand new puzzle and trap mechanisms for Lara to negotiate. 
traditional inventory rings with an easier-to-use interface allow- Тһе puzzles are based on Egyptian mythology and will operate 
ing items to be combined, collected and stored. The new inven- like complex board games right at the player's fingertips. 


tory also features Lara's diary, which includes her personal notes 
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Interview with Adrian 
Smith of Core Design 


So what's the plot this time? 

We've made the basis of the story a lot simpler this time 
around - the player is given a very clear objective from the 
outset. The plot will twist and turn as Lara progresses, but the 
ultimate goal always remains in sight 


Very basically, Lara inadvertently releases something rather 
nasty whilst breaking into an ancient tomb... and of course 
she's the only one who can put things right. The path of true 
adventure never runs smooth so Lara will have various tasks 
to complete before she's able to face a final confrontation. 


Do you fear a backlash against this title since 
it is the 4th in the series? 

Despite any number of new features and improvements, the 
game is still, in essence, “Tomb Raider” - an adventure game 
featuring Lara Croft. What we have done this time is com- 
pletely re-address a number of key elements. This will immedi- 
ately distinguish Last Revelation from its predecessors and 
bring fresh life to the title. The on-screen format is completely 
new - gone are the old inventory rings, loading screens etc. It's 
always been our intention to make the fourth game as accessi- 
ble to as many people (both old fans and new users) as possi- 
ble. We've focused on simpler gameplay so the game will be 
easier that TRIII in terms of direction and objectives. Players 
will know exactly what to do, and where they have to do it 
The difficulty lies in solving the puzzles that will enable players 
to complete objectives - so it's very much like the original 
game in that respect. A very clear storyline and single location 
means that a lot less time is wasted covering vast distances. 


In some ways Last Revelation is a prequel to the trilogy, but 
the technical advances will make it far more detailed and 
atmospheric, If you've never played a Tomb Raider game, this 
is the one that we'll be recommending! 


Can you tell us about any of the new 
enemies that Lara will face? 

We're concentrating on highly 
detailed enemies - there may be 
fewer of these but they will certain- 
ly be more purposeful than those 
seen in previous titles. Since we're 
dealing with Egypt, our artists and 
animators have really been able to 
let their imaginations go so we've 
got mythological baddies as well as 
natives and generics. Due to the nature 
of the plot, you'll find a lot of rather 
strange things happening and don't be 
surprised if you find that your are pitting 
your skill against an adversary through 
the adventure. 


Will there be another game in the 
Tomb Raider series? 


Well you know what they say... You just can't keep a good girl 
down...! 
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5 the Millennium draws to 
an end, forbidding events 
are unraveling in the once 
peaceful and prosperous 
Union City. A brutal crime wave led 
by gang punks and hardened 
criminals threatens to undermine the 
peace and to plunge the city into 
chaos and death. As the police 
haplessly reel under the weight of, 
corruption and violence, a discre 
rookie cop, D'arci Stern, fights to clear 
her name and restore order for her 
citizens. As she patrols һе the 
evidence quickly gathers 

gangs are now organized) 

nefarious intentions. Howi еге 

is ап ally in the shadows — Roper 
Mcintyre a grizzled ex-special forces 
now converted into evangelist against 
a demonic cult hidden somewhere in 
Union City and the force behind the 
crime wave and maybe... the 
destruction of man. 


Щн! Darci, ! the equipment y: 


In Urban Chaos, Mucky Foot and 
Eidos Interactive present a city in 
trouble, 


You play either D'arci or Roper in 30 
compelling missions that each take 
place in a unique location of Union 
City. The player is rewarded with 
information, supplies, and secret paths 
if they explore the district. Several 
types of weapons and close combat 
are offered to complete goals when 
persuasion is not successful, but be 
careful, the MM i alive with the 
iff-raff that do n r the police. 


Urban Chaos starts out with D'arci 
investigating various crimes from 
simple assaults to bank bombings. 
Every district she visits has its own 
unique look in layout, architecture, 
and population. Interaction via text is 
available for all citizens. Besides a 
propriety 3D engine that allows for 
bump mapping, volumetric fogging, 
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and true reflections, there is also 3D 
audio available via EAX and A3D 
protocols. D'arci will eventually meet 
up with Roper who quickly becomes 
like a father to her. Roper is the sole 
Surviving member of a religious 
group that aims to prevent the 'Fallen' 
(a demonic cult) from resurrecting an 
abomination (from Nostrodamus's 
predictions) to incarcerate the earth 
at the turn of the millennium. His 
forte is heavy weapons and 
xplosives. He is slower than 
"arci but packs a powerful punch. 
Ес“ is another gameplay 
element that is stressed, for as D'arci 
explores Union City either via foot or 
automobile, she can explore locations 
that will yield not only supplies and 
weapons, but secret entrances into 
locations where she must complete a 
mission. There is also a reward system 
in place that offers bonuses for 
collection. 


To quickly teach the user how to 
Operate in the Urban Chaos 3rd 
person world, Mucky Foot has 
created a training academy complete 
with a foot and vehicle obstacle 
course and a shooting range. 

But, all in all; combat is often your 
only recourse in dealing with the 
gangs. Urban Chaos not only offers 
Close martial art combat, but has a 
realistic weapon combat engine 
including firearms, knives, grenades, 
and baseball bats! 42 incidents 


like drive-by shootingggand gangland 
rumbileg often take place in the bad 
parts OF town. 


Coming to the PC and PlayStation, 
Urban Chaos stands out for its 
graphically impressive representation 
of big city life with the chaos of crime 
and demonic rumblings. Coupled with 
identifiable characters and a 
pumping Urban soundtrack, it literally 
comes alive for your enjoyment. 


~ SIDOS. 


Urban Chaos is a trademark of Eidos Interactive, Inc. Developed by Mucky Foot Productions. EIDOS, EIDOS INTERACTIVE and the EIDOS 


Press Ct enter vehicle. 


INTERACTIVE logo are all registered trademarks of Eidos Interactive, Inc. Copyright © 1999 Eidos Interactive, Inc. All rights reserved. 
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FOCUS ON ION STORM'S ж ; 
JOHN ROMERO AND DAIKATANA: ; BS # 


¿The Daikatana Project had the 
г unfortunate role of being the focus of a бо вав Y Р 
„ lot of publicity when lon Storm was 
ч “| founded. We kept quiet about our other 
n `, 3; titles and didn't advertise them and so 
they were free from public scrutiny, while with Daikatana 
we actually gave a ship date that was too ambitious and 
suffered some internal setbacks during development such 

— as the changeover from the Quake technology to the | | HE 
Quake2 technology. The most important point to note is that ШЕ: 
it takes two to three years to create a blockbuster title;  _. ! 
they don’t just get knocked out in а year nowadays. an 


z ; sword weapon model that starts out at a- ШШЕ 
Hee Te Daikatana is the sword at the center of everything that level - you can only hack and slash at- 
happens in the storyline in tlle game. Its misuse hy Kage enemies. As you use the sword and gain exper 


“Classic Romero [gameplay] — 
deliberately hyper, handsomely 
aie rendered, and perpetually 
— hurtling forward." 


-Javault.com 


т will gain extra abilities much like when you pick up new _ 
weapons in the game. But the Daikatana will only get new: 
abilities if you use it because when you dispatch an. 


т”. enemy, the sword gains the experience, not Hiro. | 
X f » i 
E 3 Hiro's descendant, Usagi Miyamoto, created the 
2 к l5 Daikatana long ago for Osaka Mishima, Kage Mishima's 
w 2 4 ancestor, but decided not to give him the sword when it 
ҰЛЫ 58 was completed because he used the finished sword to. 
= m Sud A Wa foresee the possible consequences of his gift of the. 


- Daikatana to the Mishima clan. Usagi instead offered it to 
gum x L1 
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Оѕака'ѕ nemesis, Inshiro Ebihara, Mikiko's ancestor. 
After a fight atop Mount Fujiyama, Inshiro decimated 
Mishima's legions who were attempting to recover the 
sword. Inshiro fell into the volcano and the Daikatana 
was lost for ages. 


In the 25th century, Inshiro's descendant, Toshiro 
Ebihara, funds an expedition to find the lost Daikatana 
and after many years was successful in recovering it. 
Before Toshiro could investigate the powers locked 
within the Daikatana, Kage Mishima found out about its 
recovery and stole the sword. Kage used the Daikatana 
to go back through time and change the history of the 
Ebihara and Mishima family lines and thus Kage 
became immeasurably powerful while the Ebihara clan 
faded back into insignificance. Hiro is visited by 
Toshiro and asked to rescue his daughter, Mikiko, who 
was attempting to steal back the Daikatana from 
Mishima's foi , and help her recover the Daikatana 
so that the sword could return to its rightful owners and 
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ne of the many ironies in the 
0 gaming industry is how 

gamers and critics alike 
bemoan a lack of industry-wide 
innovation while at the same time 
championing endless sequels and 
remakes of past classics. We can't 
have it both ways, folks. And even 
if it's true that the gameplay found 
in the original old-school 20 Prince 
of Persia fits perfectly into a 3D 
world, that doesn't make the 
resulting game Prince of Persia 3D 
any less derivative. 

Still, let's consider the original 
games. Created by Jordan Mechner, 
these 2D marvels featured a brilliant 
combination of running-and- 
jumping, ledge-hanging action, 
intense swordplay, and trap-filled 
exotic settings. This is exactly the 
formula you'd want for a hit action- 
adventure game; unfortunately, 
we've already had a game that 
delivered that formula, and it was 
called Tomb Raider. Eidos' cash cow 
of a game is an unabashed 
"homage" (or rip-off, depending 
on your perspective) to Prince of 
Persia, and if it lacked the Prince's 
style it made up for it in sex appeal. 


GENRE: Action/Adventure 
PUBLISHER ned orb 


Entertainment 


4X CD, 3D Accelerator 
MULTIPLAYER None 
RATINGS 


REQUIREMENTS. P233, згмв, | 


Prince of Persia 


Running and jumping its way to mediocrity 


This gives Prince of Persia 3D an 
unfortunate sense of familiarity 
that's in some ways not entirely its 
fault. But even if it had wildly orig- 
inal gameplay, its problems are 
still significant enough to keep it 
from reaching the heights of its 
predecessors and competitors. 


Plot? Who needs it? 

The basic gist of the game remains 
the same, for better or for worse. 
The Prince needs to find his appar- 
ently kidnap-prone wife (formerly 
fiancée), who's apparently been 
taken by the Kilrathi from Wing 
Commander (don't ask). Rather 
than just kill him off (will these vil- 
lains ever learn?), they imprison 
the Prince. Once escaped, he must 
go on a far-ranging joumey 
through multiple environments to 
save his beloved. Along the way, he 
encounters all manner of traps, 
ledges, ropes hanging convenient- 
ly over chasms, and boxes for his 
sliding pleasure. 

The threadbare plot does little to 
compel the gamer to complete the 
game. Oddly enough, the fiction in 
the manual that describes the 
events of the original games makes 
them sound like they had a strong 
narrative when, in fact, they had 
little-to-no narrative thrust either. 
There are cut-scenes that play in- 
between each level-a mix of 
impressive graphics and poor pac- 
ing. And despite this being an A- 
list kind of title, production-values 
wise, the voice acting is mediocre 
at-best. All of the talent sounds 
Caucasian, which when you consid- 


Well-done learning curve. Some enter- 
taining combat. Extremely large levels... 


...that are largely unpopulated. And a 
disco palace? Sluggish controls and 
engine. 


[left] Hmm, how do we get there? 


[right] That's gonna leave a mark... 
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“ What I really need is а set of more nimble fingers and a more responsive 
Prince so | can do some of these preposterous jump ‘n runs without hav- 


ing to reload my game 27 times.’ 


— бео 


"I'm stuck at..." 


— Just about every poster, at some point 


er the premise and setting is rather 
puzzling; in fact, this Prince of 
Persia sounds a bit too much like 
the Prince of Pasadena. You half 
expect him to say, "Dude, this 
sword is gnarly." 

Without a plot, it's up to the envi- 
ronments to push the player, the 
sense that you can't wait to see 
what's in store next for Mr. Prince. 
And with some reservations, on that 
count the game is a moderate suc- 
cess. The levels themselves feature 
some of the most amazingly believ- 
able mechanical devices and traps 
seen in a game. Some serious thought 
went into the realization of the 
Dirigible and Cistem levels. They're 
all about weights and pulleys and 
gears, and they work wonderfully. 

It's too bad they decided to 
turn too many of the levels into the 
disco palace; the garish colors 
used throughout the game really 
keep it from achieving any sort of 
artistic coherence. A pink and pur- 
ple palace? Maybe in Beverly Hills, 
but it's hard to believe you'd have 
that in Persia. 

The traps that fill these environ- 
ments are often fiendishly difficult 
to get through. The best parts of 
the game come when it uses all of 
those contrivances we see in the 
movies (or in Tomb Raider). The 


swinging on ropes across bottom- 
less pits or on conveniently placed 
bars over spikes, the leaps you 
should never be able to make, the 
impossibly strong hands of the 
Prince that are able to grab onto a 
tiny ledge after falling 10 feet-all 
are present and accounted for. 


Where's the stuff? 
Unfortunately, the levels are 
almost completely devoid of... 
stuff. The architecture is really all 
there is to the levels, as they're 
populated by only a few bad guys 
and none of the doo-dads that are 
usually dangled in front of the 
player to keep them going to the 
end. There's almost no reward for 
exploring the environments. 

Not that you need-or can-do 
much in the way of exploration. The 
game is relentlessly linear, which is 
one of those good things/bad 
things. On the negative side, it's 
pretty obvious where you need to 
go and how you need to get there. 
And there's little of the sense of dis- 
covering new and unusual areas 
like you get when playing the bet- 
ter levels of Tomb Raider. 

On the plus side, it's less frus- 
trating for new gamers, as there's 
little running around wondering 
what to do next. You're mostly on 
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à single path, and if you hit a 
dead-end, backtracking will usual- 
ly lead to a ledge you can jump to 
or à window you can reach up and 
grab. This is far removed from the 
incredibly difficult original games; 
they started really hard and moved 
on to nearly impossible. Prince of 
Persia 3D is downright easy in the 
beginning, gradually increasing in 
difficulty. The first half of the game 
probably takes a quarter as long to 
complete as the last half, which is 
how it should be. While the levels 
themselves, outside of the next to 
last one, are rarely complex, the 
battles get a lot tougher. 


Stupid soldiers 
It's too bad the battles aren't better 
realized. There are many problems 
with combat, ranging from brain- 
dead Al to sluggish controls to a 
horrid camera system; it's enough 
to make you dread, rather than 
look forward to, the next combat. 
And that's a shame, because 
when everything falls into place the 
battles are thoroughly enjoyable. It 
utilizes a simple interface: three 
attacks, one block, and timing 
works almost exactly like the origi- 
nal. Block, fake, and swing. Repeat 
until dead. But you can often run 
right up to a guy, get right into his 
face (literally-the polygons will 
often merge together), and get in 
your three or four wacks before 
they even have a chance to hit. Or 
the guys will just run in place. Or 


more often than not, the game will 
refuse to recognize your "draw" 
command and you'll get maimed 
without drawing your weapon. The 
Al is also spotty. As with the origi- 
nal games, the bad guys will rarely 
engage you unless you enter a cer- 
tain “attack zone.” This worked 
okay in the old days, but our 
expectations have grown consider- 
ably over the years. 

But more problematic is the 
switch in perspective during com- 
bat. Normally the camera is placed 
over the Prince's head. During com- 
bat it inexplicably switches to a 
side-view, which is not only disori- 
enting but poses a problem when 
you're near walls (it'll suddenly 
whip around to the other side). You 
can't turn while your weapon is 
drawn, which means you'll occa- 
sionally be facing the wrong direc- 
tion when you're being attacked. 


Eye candy 

Overall, the game has tons of cam- 
era problems throughout, more than 
its competitors. The perspective is 
usually from behind the Prince, and 
the camera constantly swings 
around in fixed chunks when objects 
block the view (well, it does it most 
of the time). Unfortunately it does- 
n't move particularly smoothly, 
lurching around even when frame 
rates are high. You get too many 
instances where the view will sud- 
denly be outside of walls, or com- 
pletely blocked by objects. 


That Prince, what a swinger. 


The Prince poses in front of the disco palace. 


Hobbes, is that you? 


While it's hard not to wish 
they'd selected a slightly more 
subdued color palette in some of 
the environments, the overall 
graphics for the game are pretty 
attractive. Some of the levels look 
quite dramatic, with exceptionally 
detailed texturing and plenty of 
variety. However, when you con- 
sider the relative simplicity of much 
of the architecture, the engine that 
powers the game is pretty sluggish. 
Some of the later rooms bring a 
mid-range Pentium II with a TNT2 
to its knees. There are also plenty 
of the clipping problems and dis- 
appearing walls that seem to afflict 
every third-person game, and 
these make the game appear some- 
what less than polished. 


Fun fun fun 

Prince of Persia 3D had a few nig- 
gling problems on release (mostly 
with being unable to Load a Quick- 
Saved game), but a patch was 
released nearly the same day that 
the game was to address this defi- 
ciency. Some collision-detection 
issues were also addressed, though 
it's hard to tell what exactly they 
did in that particular area. The 
patch sped up the loading of the 
game itself, though people have 
died waiting for the actual levels to 
load. However, this is more than 
compensated for by a near-instan- 
taneous re-load feature. 

Overall there's nothing over- 
whelmingly bad about Prince of 
Persia 3D; however, there's also 
nothing particularly excellent 
about it. While it does offer some 
really interesting environments and 
occasionally exciting gameplay, 
sluggish controls and lack of polish 
offset those plusses. Neither of the 
original games exhibited these 


Feeling a bit small right now. 


Can you imagine coming home drunk 
to а place that looked like this? 


Ooh, up close and personal. 


ing of solidity, as if they were 
carved in stone. In sharp contrast, 
the flaws in Prince of Persia 3D 
make it feel like it is made of sand. 
—Steve Bauman 
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New character animations will have you watching your teammates just for 


above his head. 


Rogue Spear 


Building on success, one Tango at a time 


bines action with strategy, heart- 

pounding excitement with 
intense concentration, and an 
immersive storyline with an even 
more immersive gameplay environ- 
ment. It’s even harder to beat it 
when it’s done as well as Rainbow 
Six: Rogue Spear, Red Storm's 
sequel to the hit shooter based on 
the Tom Clancy novel. The original 
Rainbow Six title attracted not only 
the obvious First Person Shooter 
crowd, but also strategy types that 
normally wouldn't touch a mouse- 
look/strafe-step interface with a 
ten-foot keyboard extension, mak- 
ing it a huge seller. 

Rogue Spear delivers in ways 
Rainbow Six players could only 
dream about. In an almost 
unheard-of feat of good judge- 
ment, Red Storm perfected the 
existing elements of the game while 
adding new features that fit seam- 
lessly into gameplay, as if they were 
always meant to be there (and 
some people felt that they should 
have been). All of this was accom- 
plished while maintaining the origi- 
nal feel—a big part of the first 


| t's hard to beat a game that com- 


THE GOOD 


GENRE tactical Action 
PUBLISHER ned storm | 


Entertainment 


REQUIREMENTS P233 (with | 
3D card; P266MMX without), 32MB, 4x CD 


MULTIPLAYER 2-8 players, | 


Internet, LAN 


RATINGS 


entertainment—here McAllen takes a gander at the footsteps resounding 


game's appeal. No other game feels 
this real. 


The Battle is Won Before it 
Begins 
One of the groundbreaking features 
of the Rainbow Six series is its mix- 
ture of shooter action with careful 
tactical planning, through the use of 
the pre-action Mission Planner. 
Rogue Spear perfects the concept, 
offering a wealth of mission plan- 
ning options. Experienced Rainbow 
Six players will feel right at home, 
but with the addition of several new 
commands such as “Cover” and 
“Snipe” (more on snipers later), 
entirely new worlds of mission 
strategies have opened up for the 
player. Of course, if you're com- 
pletely uninterested in the finer 
points of mission planning, you can 
just put one guy on the start pad 
and go Rambo—the game caters to 
many tastes. Conversely, for all the 
would-be John Clarks out there, you | 
can orchestrate a masterful plan and | 
then sit back and watch it unfold 
automatically in the action phase, 
under complete computer control. 
The kit selection screen got a 
major overhaul in Rogue Spear, and 
the new interface shines. Fully fea- 
tured menus and lists accompany 
graphic icons of everything you've 
selected, and the descriptions of the 
weapons and equipment items are 
concise and informative. You can 
choose from Full Metal Jacket or 
Jacketed Hollow Point ammunition 
based on the expected disposition 
of your enemy (personal body 


UPSIDE 


A good thing, revised to perfection. 


DOWNSIDE 


You can kiss your real life goodbye. 


Several of the maps include complex plans, such as following behind a moving 
fuel truck for cover across an open tarmac. 


Team Rainbow always has time to snatch Dick Nixon out of war-torn Kosovo! 


tive danger of pass-through casual- 
ties. Yes, that's right, folks—line up 
your targets, and you can get a 
two-for-one discount! This is a 
good thing when you're mowing 
down Tangos, but it can get very 
messy if your terrorist is standing 
right in front of a hostage. 

If you read the novel, you'll 
remember these elite troopers made 
heavy use of sniper support, and 
finally you can as well. Almost a 
sub-game in itself, placing and 
controlling snipers is a brand new 
skill set for the Rainbow Six team— 
jump in one of the snipers, and 
you'll find a new ultra-zoom level 
accompanied by lovely sniper 
sights. A whole suite of sniper rifles 
is available for your shooting plea- 
sure, most of which will be recog- 
nized from the Eagle Watch expan- 
sion. Using rifles ranging from the 
classic M14 to the Barret Model 82 
-50 caliber, you'll be raining death 


from afar on the hapless terrorists 


Keep Your Options Open 
You'll find all the features and 
options that Rainbow Six players 
have been begging for here, a sign 
that this company is listening to 
feedback. You can now enjoy a 
completely configurable interface 
(you can even opt against mouse 
look), and you can access the 
options menu straight from the 
action phase. Look up the key for 
your next Go Code, or slow down 
that wild mouse tracking, all with- 
out having to restart the mission. 
Replayability has been radically 
increased by the addition of “Lone 
Wolf” and “Terrorist Hunt” play 
modes. In the original Rainbow Six 
title, after you had cleared a mis- 
sion you could only go back and 
hope to drop the enemy faster, or 
with fewer team members. In Lone 
Wolf mode, you get dropped on the 
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“The game is unplayable with my modem connection because of lag. My 
single-player runs great and | like the game, but I wish 1 could play 


multi-player.” 


— Ron Chacon 


armor calls for some ЕМ) down- 
range), and depending on the rela- | 


“The missions for this game were quite awesome, easily comparing to 


those of Rainbow Six.” 


— John Wayne 
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Taking a look outside with the new peek maneuver. 


map of your choice facing 30 ter- 
rorists that are all bent on your 
destruction. Gone are any mission 
objectives or handicaps such as 
hostages, allowing you to rock- 
and-roll with your assault rifle on 
full auto, without fear of conse- 
quences to said hostages. If you're 
not so overconfident as to go it 
alone, the Terrorist Hunt mode will 
let you bring a full team into the 
same environment 

High graphics resolutions are 
available for folks with towers that 
have to be registered with the 
Energy Department, while scalable 
detail (in the form of many specific 
settings) will still let the minimum 
requirement players enjoy them- 
selves. True 3D hardware accelera- 
tion is an option instead of a 
necessity, further broadening the 
potential player base. Тһете 5 по 
option to scale the violence down 
for mom's sake, but the blood and 
gore has been reduced since the 
beta versions of the game. Don't let 
that disappoint, however—you'll 
see spectacular deaths here. 


Lights, Camera, Action! 

The action phase is where you actual- 
ly get on the ground and bust caps 
on bad guys, іп a multimedia bar- 
rage to the senses that will take you 


there, sweaty palms, gun oil, and 
all. From the stereo sound of foot- 
steps passing by to the incredible 
new 3D graphics (check out the 
rain—or your breath in the cold 
air), the suspension of disbelief is 
complete and engulfing. Even more 
impressive than the soundscape is 
the incredible world created by the 
stunning graphics. The motion of 
the people in the game is almost 
uncannily organic, and you might 
even feel a tinge of shooter's 
remorse when you watch your tar- 
get clutch his wound and stagger 
about with a look of pain and 
shock on his face. Thank goodness 
they're just Al bad guys 

The award for the single coolest 
addition goes to the peek com- 
mand, which lets you peer around 
comers while maintaining a cov- 
ered position. This incredibly 
handy little maneuver helps you 
avoid detection while checking out 
an area or lining up a shot 
Honorable mention goes to shuf- 
fling—you can now move around 
(albeit slowly) while crouched, 
overcoming the "growing roots" 
syndrome of the original Rainbow 
Six. Many other great improve- 
ments and additions abound in the 
game, from the subtle (recoil mod- 
eling has been greatly revised and 
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New sniping features make reaching out and touching someone 


a whole new proposition. 


A true feast for the eyes: dropping a baddie in the middle of a pouring rain. 


improved) to the significant (triple 
zoom levels on accurate rifles will 
get you very close to your target) 

The most significant improve- 
ment to the game engine is the 
behavior and appearance of the 
computer-controlled bad guys in 
the game. No more lambs to the 
slaughter—now your enemies will 
set ambushes for you, lie in wait 
along your avenues of advance, re- 
deploy to more favorable positions, 
and even run away when at a dis- 
advantage. These Al Tangos are 
almost unsettlingly crafty, display- 
ing a very convincing set of priori- 
ties and faux intelligence. Your 
own troops have had similar 
improvements, but they still can be 
frustrating at times (a good reason 
to play multiplayer) 

Multiplayer has gotten a heavy 
treatment, too, serving up a 
gourmet feast for the network- 
playing connoisseur. All the suc- 
cessful features from Rainbow Six 
have been held over, including 
cooperative and multiple types of 
competitive play. Exceptional new 
features include a ping meter in 
the lobby (give laggers the boot), a 


wide assortment of new play 
modes, options to limit weapons or 
kit items, and an easier to use 
interface. Map design takes camp- 
ing and sniping into account—no 
more Road standoffs. Multiplayer 
stability seems rock solid, and 
there's support for just about every 
major online gaming network 
built-in. 


Delta, Go! 

As if responding to your last go 
code of a mission, stow this maga- 
zine in your holster and blitz for 
the nearest copy of Rogue Spear. 
We couldn't find anything not to 
like about this action/strategy 
hybrid that somehow manages to 
capture the excitement of both 
genres. With hyper-realism (you 
won't get a powerup in this game) 
and adrenaline shots smacking 
you like a 7.62mm round, you'll 
quickly lose yourself in this game. 
Keep your gun up and your eyes 
open, because the place this tour 
de force from Red Storm 
Entertainment takes you is any- 
thing but a kinder, gentler world 
—David Chong 


Tea anyone? Membership in R6 does get you out and about—here they 
storm the BBC in London. 
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DOWNSIDE 
A bug-ridden resource hog with 
unstimulating play. 


| UPSIDE 


| Great storyline and attention to detail. 
| The battles look good. 
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Braveheart 


A disappointing look under the kilt 


Braveheart is an ambitious 

offering that integrates a 
detailed strategic game with tacti- 
cal battles resolved in real-time 3D 
combat. As released, countless bugs 
make the game so unplayable that 
you will need a brave heart indeed 
to load this onto your hard drive. 

Originally to called Tartan 

Army—until a fortuitous licensing 
agreement with Paramount Studios 
changed the name to Braveheart 
(after the Mel Gibson movie)—the 
focus of the game is the unification 
of the Scottish clans and the defeat 
of the hated English. The game was 
developed in Scotland by Red 
Lemon Studios. It would be all too 
easy to glibly play on the lemon 
aspect of Braveheart and simply 
dismiss the game as a half-backed 
digital disaster, but for the fact it 
was obviously a labor of love. All of 
Scotland and England are modeled 
from satellite data, the strengths 
and weaknesses of 16 major clans 
are depicted in great detail, and 
numerous innovative features are 
said to be included in the design. 


5 et in 13th Century Scotland, 


GENRE Real-time strategy 


PUBLISHER Eidos 
REQUIREMENTS i233, 32 
MB, 8X CD 

MULTIPLAYER 2-4 players, 
Internet, LAN 

RATINGS 


Unfortunately, these innovative 
features, coupled with the game’s 
epic scope and great appeal, are 
the greatest sources of frustration. 
A game with this much potential 
should have been great 


The strategic game 

Upon launching Braveheart, you 
are greeted with a somewhat fuzzy 
introduction that presumably out- 
lines the oppression of the English 
and the emergence of William 
Wallace. After choosing a clan, you 
are transported to a very nicely 
done map of your comer of 
Scotland. Here are displayed the 
borders of neighboring clans, trade 
routes, armies on the march, and 
spies on the move. You can also 
call up the location of natural 
resources here. 

At this point that the first wam- 
ing flags go up. In many cases 
nothing is known about those 
neighboring clans, and the map is 
blank. "Hoot mon, this is the 13th 
Century!" Wouldn't it be reason- 
able to assume a fairly good 
knowledge of your neighborhood 
after several centuries? The prob- 
lem is easily remedied by dispatch- 
ing scouts and spies to ken the lie 
of the land, but the need to do so is 
an ugly portent of things to come. 

Across the bottom of the map lie 
à dozen tiny, similar-looking but- 
tons leading to various screens 
through which the clan is con- 
trolled. These include a main town 
screen, which summarizes informa- 
tion found on other screens; the 
military screen where armies are 


THE BUZZ 


[far left] A 3D melee under cloudy 
Scottish skies. 

[left] The strategic map showing car- 
avans, armies, castles and plague 
ridden cities. 

[above] A raiding party commits 
arson to relieve the tedium. z 


“The problem is, Eidos/Lemon created a nice complex economic model 
and then don’t bother to explain it or make it easier to manage.” 


— John Amenta 


“The only person who could get anything out of this game is a person so 
anal that they live to spoonfeed every peasant by adjusting the 42 town 


items for each town every day.” 


— Rob Lake 


raised, equipped, and assigned 
missions; the workers screen where 
peasants are assigned to different 
tasks; and the trade screen where 
about 30 different essential goods 
must be tracked and be shipped 
off to other clans for sale. Many of 
the strategic screens contain point- 
less information about features that 
were never included or don't work 
in the final game. Otherwise, the 
strategic game is very reminiscent 
of the old KOEI games. 

Given the vast scope of 
Braveheart, who really wants to 
haggle over the price of haggis in 
an Aberdeen market? Town man- 
agement can be set to auto-con- 
trol, but the manual warns that the 
Al is not a shrewd as a human 
player. Still, that's not much of an 
issue because you can ignore your 
economy with impunity. 

Armies start off with little skill 
and rudimentary weapons. No 
defensive structures have been 
built either. Skills to create bet- 
ter weapons and castles must be 
acquired. This is the 13th 
Century, shouldn't workers 
already have knowledge of 
shields and bows and castles? 

Although there is provision for 
diplomacy, it is an exercise in futili- 
ty. Clans will never ally with the 
player and often just become hostile 
when bribed. The only way Scotland 
can be united is with claymore in 
hand. Fortunately, Al clans seem, for 
game years, to be oblivious to any 
threat posed by your clan. 

Strategic time is advanced day 


by day, which can be intimidating 
considering the open-ended game 
can take years to complete. There is 
a hotkey that is supposed to let the 
days roll by until another key is hit, 
but stopping time isn't a reliable 
feature, and major events will come 
and go before you can respond. 
The flaws in the strategic game are 
almost too numerous to list. 

The manual says players can 
concentrate on domestic matters in 
a sort of "sim Scotland." But at its 
heart, Braveheart is about battles 
and conquest and must succeed or 
fail as a game on that basis. 


The combat system 

A variety of weapons are available, 
assuming you can gather the raw 
materials and sufficient armorers 
with the skills to make them. These 
range from simple daggers to full 
suits of armor. Peasants are then 
equipped and drafted, armies 
formed, and leaders assigned. 

Among other tasks, Armies can 
be assigned to guard, patrol, and 
invade. In a nice touch, spies can 
be sent to target towns which you 
can investigate in 3D—a potential 
help to later raiding parties sent to 
loot and burn. But here, again, a 
nice concept is ruined in its execu- 
tion. Spies can wander around 
town and stab the locals at will, no 
guards will intercept them, and the 
locals regenerate. 

Although the 3D battles look 
good, and several combat forma- 
tions are available, battles quickly 
degenerate into mass melees offer- 


о 
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The somewhat fuzzy and soundless opening sequence. 


ing little scope for tactical finesse. It 
can take a long time for the armies 
to find each other, but when they 
do the fighting is over in moments 

It's not uncommon to suddenly 
discover the enemy enthusiastically 
hacking away at your oblivious 
leader. Phantom armies decimate 
yours without ever appearing. But, 
more often, the AI just gets 
butchered in frontal assaults. The 
terrain elevations are over-exag- 
gerated and seem to have little 
effect on combat 

A look at the program files indi- 
cates that weapons capabilities are 
well-defined, but the brief melees 
don't play as if this matters. Worse 
still, troops equipped with armor 
and shields don't show this on the 
battlefield and English knights ride 
to battle under their horses. The 
field battles get old quickly and 
the battle sounds are uninspired to 
say the least. 

Castles are another enigma. Once 
built, the manual says they must be 
taken before the cities they protect 
can be taken. This is not the case 
though. Sieges just don't happen 
and if your garrison is attacked, the 
castle is not on the field. 

A game of conquest (assuming it 
doesn't crash) becomes a process 
of: raise army, attack neighboring 


є 


ем 


clan, raise army from that clan, 
attack another neighboring clan, 
and so forth until Scotland is united 
and London is sacked—then the 
game ends. Sure, there are theoreti- 
cally plenty of diplomatic/econom- 
ic/military play options, but these 
either don't exist or don't work. 


What went wrong? 

Many disgruntled owners of 
Braveheart claim the game was 
rushed into production before it 
was fully developed. Given the 
apparent dedication of the Red 
Lemon design team to creating 
Braveheart, it is reasonable to 
assume they wouldn't rush it out 


Information 


The main town screen. Note the baf- 
fling array of trade goods in the 
upper right corner. 


Scottish cavalry engage the English on slopes that would make a 


ski resort envious. 


the door except under pressure 

However, a former Red Lemon 
staff member attributes 
Braveheart's problems to an over- 
ambitious design. To run Braveheart 
as envisioned, he says, gamers 
would need a computer powerful 
enough to run a small planet. 

Indeed, the system requirements 
are extreme and far beyond the sys- 
tem recommended on the box. Four 
graphics modes are supposed to be 
supported, but OpenGL support was 
dropped from the shipped version. 
A full install, with swap file and a 
few saved games, will consume a 
gigabyte of your hard drive--and 
3D frame rates will still be awful 

To ease the strain, larger 3D bat- 
tles use scaling with one man rep- 
resenting several, so a large battle 
will look the same as a smaller one. 
Notwithstanding that, long load 
times, lockups, and crashes are 
common during battle 

A patch is available, but it 


appears to cut down on the avail- 
able game features (to make it more 
likely to run) rather than address 
major play issues. And word is, 
another patch is not planned. 


The martyrdom of Wallace 

A pensive-faced Mel Gibson adoms 
every page of the Braveheart manu- 
al and it's easy to see why. With 
more bugs than a tropical rain for- 
est, a clunky interface, a been- 
there-done-that strategic game 


| and uninspiring 3D battles, 


Braveheart is—without a doubt —the 
biggest disappointment of the year. 
Still, it's hard to resist loading 

Braveheart just to ponder what 
might have been. With a totally 
new game engine, better focus and 
adequate development, a 
Braveheart || could well live up to 
expectations. Until then though, 
Lords of the Realm II remains the 
reigning king of the genre. 

—Willie Albright 


A spy stabs a hapless local for fun while wandering around Aberdeen. 


1 


All controlled armies can theoretically be monitored at a glance on 


the army screen. 
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The Spartacus. 


spiring starship captains and 
ls sim gamers alike found a 

welcome outlet in last year's 
Independence War. Flying a dread- 
naught-class starship for the 
Commonwealth Navy was a refresh- 
ing break from the host of space 
simulations offering tiresome turn- 
ing dogfights in environments in 
which basic laws of physics seem to 
merit only occasional enforcement. 
While the dreadnaught's consider- 
able agility permitted it to be 
flown like a fighter, players were 
forced to break their fighter men- 
tality by using the full firing range 
available from the ship's weapons, 
as well as learn to disassociate the 
direction the ship was moving from 
the direction the ship was facing. 

Although the game was 
thoughtful and entertaining, it 
lacked basic standard features. It 
had no multi-player support. 
Despite missions that easily could 
require half an hour to complete, 
there was no in game save feature. 
The game's beautiful hardware- 
accelerated 3D graphics were only 
available to 3dfx-card owners. 
Unfortunately, Independence War 
Deluxe Edition does not address 
these shortcomings—the original 
Independence War campaign is 
unchanged in the deluxe edition. 
What the deluxe edition does 


GENRE Space Sim 
PUBLISHER Infogrames 


REQUIREMENTS pice, 32 
MB, 4X CD 


MULTIPLAYER None 
RATINGS 


Independen 


The Indies Get Their Say 


p m RC CU 


Indy vs. Navy at the Battle of Midway. 


ce War Del 


Tweaking the weapons 
configuration. 


offer is the opportunity for fans 
that finished the original game's 
Commonwealth Navy campaign 
(and were frustrated because the 
lack of multi-player support left 
little further outlet) to tackle a new 
campaign. The 18 missions com- 
prising the Defiance campaign put 
the player on the other side of the 
war, flying this time as Edison 
Hayes, captain of the dreadnaught 
Spartacus of the Independence 
(Indy) forces. In contrast to their 
Navy rivals, Indy ships are much 
more lively, sporting colorful 
paintjobs and names, and their 
crews are more entertaining 
Command briefings are provided 
by Quartermaster McDuff, who has 
a cameo appearance in the lengthy 
introductory movie of the original 
game, and who provides yet fur- 
ther proof that space travel and 
outrageous Scottish accents are not 
mutually exclusive. 

Indy missions are as well- 
designed and interesting as the 
original Navy missions. They rely 
more heavily on subterfuge, but 
they are still essentially about large 
warship combat. In each mission, 


UPSIDE 


As realistic as these games get; more 
missions. 


у 
а 


Effective 3dfx. 


the Spartacus must face off against 
groups of two or more opposing 
starships at a time. As was the case 
with the Commonwealth Navy cam- 
paign, groups of enemy ships can 
be painlessly dispatched in the rel- 
atively easy arcade mode, but in 
the extremely challenging simula- 
tion mode creative targeting and 
maneuvering are required to divide 
and conquer enemy fleets. The 
addition of in-mission save points 
(to the Defiance campaign only, 
alas) means that completing long 
missions in simulation mode does 
not require flawless execution from 
beginning to end. Unlike the Navy 
missions, which build slowly in 
intensity, Indy missions were 
designed with the expectation that 
the player has completed the Navy 
campaign and is already a skilled 
dreadnaught captain. Those who 
have played through the Navy sto- 
ryline will be pleasantly surprised 
to see many of the crucial missions 
recast from the Indy perspective. 


DOWNSIDE 


still no multiplayer. 


Attacking a Pirate Space Station. 


uxe Edition 


Another feature added exclu- 
sively to the Defiance campaign is 
the ability to select from a group of 
alternate weapon load-outs 
Particle Beam Cannon firing arcs 
can be toggled from front to back 
for either more concentrated or 
broader firepower. A selection of 
different missile configurations 
permits players to rely on standard 
fire-and-forget missiles (which can 
be quickly ripple-fired at a group 
of targets), disrupter missiles 
(which interfere with enemy ships’ 
systems), or remote-controlled 
missiles (which can be flown man- 
ually but leave the Spartacus unat- 
tended because the player is busy 
flying the missile). 

Independence War is still a rela- 
tively unique and worthwhile game 
a year after its original release, and 
the addition of the Defiance cam- 
paign only makes it more so. It is 
unfortunate that the most appro- 
priate audience for Independence 
War Deluxe Edition—those who 
completed the original game—will 
have to buy the entire deluxe edi- 
tion to get their hands on the 
Defiance campaign. Owners of 3dfx 
cards are capable of seeing 
Independence War at its best and 
should feel particularly compelled 
to give the game a try if they 
haven't already. Meanwhile, own- 
ers of other 3d hardware and 
everyone to whom the incredible 
untapped multi-player potential of 
Independence War is apparent will 
have to anxiously await 
Independence War 2. 

—Nick McElveen 


c6 


Sinistar 


Unleashed 


THQ Adds a New Dimension 


to an Old Arcade Game 


The 3D graphics of Sinister 
Unleashed shine. 


front of hulking arcade 
machines, shadowy darkness 

surrounding you, the cacophony of 
blips and bleeps from a dozen or 
more video games drowning out 
any conversation between you and 
your friends? They were the days 
where points actually mattered, 
when enemy ships were clearly laid 
out before you in neat rows, ripe 
for the picking. Prepare to relive 
those days—sans hulking arcade 
machines and blips and bleeps—in 
the THQ remake Sinistar Unleashed. 

Revived from the original arcade 
game and given new life for the PC 
by THQ, Sinistar Unleashed is true 
to its arcade roots, while at the 
same time taking advantage of 
modern PC amenities. THQ has 
employed 3D hardware acceleration 
to jazz up the game's graphics... 
and what a jazzing it is. The details 


GENRE: Arcade Action 
PUBLISHER тно 
REQUIREMENTS: p2/233, 32 


MB, 4X CD, 3D accelerator 
MULTIPLAYER None 
RATINGS 


ЕН the days of standing in 


А Sporg Guardian, one of the many 
arachnoid enemies in Sinistar 
Unleashed. 


in the outer space panoramas as 
well as the asteroids and creatures 
are nicely rendered. If nothing else, 
Sinistar Unleashed will put your 3D 
card to the test 

The game's plot is pulled from 
traditional arcade fare. You must 
stop the hideously unholy agenda 
of the Distilled Evil, a race of space- 
dwelling creatures who will stop at 
nothing to destroy your universe. 
Their weapon of choice is the 
Sinistar, a biomechanical weapon 
that you must destroy. To do this, 
you must gather Sinisite crystals, 
mined from glowing asteroids, and 
build up your weapons arsenal. 

A closer look at the game's story 
brings up an important point: what 
does it matter? Plot never factored 
into classic arcade games; the goal 
was only to rack up as many points 
as possible before your quarter ran 
out. This reinvention of Sinistar 
Unleashed is no different, despite 
the inclusion of a story line. The 
goal is simple—destroy creatures 
and gather crystals until the 
Sinistar himself (different for each 
level) shows up, and then destroy 
him, thus moving on to the next 
level, which is the same routine 
only tougher. 

The premise of the game may 
seem a bit dated at first, but after 


Easy to play, reminiscent of classic 
arcade shooters. 


The Sinistar jumpgate—the spawn of evil. 


THE BUZZ 2 | 


" For once this is a great modern upgrade to a classic, that | think keeps 
to the intent of the original but in a modern arcade perspective.” 


Too reminiscent of classic arcade 
shooters—there's very little to hold 
your attention. 


— Тіт Jordan 


you play the game for a while it 
starts to grow on you. Soon, you 
find yourself trying to beat your 
previous high score (or your 
friend's, which is of course much 
more fun). The completion of a level 
becomes a cause for celebration, 
even if you know that there's no new 
puzzles to solve, no new enemies to 
fight as there would be in a first-per- 
son shooter, the current vogue in 
action games. But you know the next 
level is going to be harder. 

The game appeals on little more 
than that level, however. The stun- 
ning graphics do not make up for 
the simplistic goal of the game. 
Arcade shooters such as Sinistar 
Unleashed have fallen by the way- 
side for a reason—players want 
games that involve more than sim- 
ply blowing things up, as evi- 
denced by current hot titles such as 
Battlezone (another resurfaced old- 
style arcade shooter, but one that 
surpasses its predecessor by light 
years). What's more, the gameplay 
itself is inferior to the updated 
graphics. Even after tweaking the 
mouse sensitivity (the game also 
supports joystick control) and vari- 
ous other parameters in the con- 
trols, the player's ship seems to 
plod through space like a Yugo 
caught in heavy traffic. Targeting 
enemy ships—which resemble space- 
faring crustaceans—is more an exer- 
cise in patience than skill. Once you 
acquire better weapons, however, 
the ability to track down and kill 
enemy ships does improve slightly. 
Sinistar Unleashed does have 


four tutorials to get you started 
and teach you how to maneuver 
your ship, gather crystals, dogfight 
enemy ships, and kill the Sinistar. 
Though the simplicity of the game 
at first does not seem to warrant 
such extensive tutorials, they are 
useful for teaching you about the 
various niceties that come with 
your ship, such as radar and a fair- 
ly unique battery of weapons. 

Ina market glutted with first- 
person shooters and brimming with 
strategic games that require com- 
binations of skill and intelligence, 
Sinistar Unleashed hearkens back to 
the days when all you needed was 
keen hand-eye coordination and a 
pocket full of quarters. If you miss 
the days of the arcade shooter, 
then Sinistar Unleashed will provide 
a pleasantly nostalgic experience 
If you were glad to trade in your 
Atari consoles for the modern PC, 
Sinistar Unleashed might leave you 
asking for more. —Caryn Law 


The Sinistar itself—destroy it to win 
the level. 
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City development at its finest. 


Disciples: 
Sacred Lands 


Turn-based strategy with some new twists 


decide on the type of hero who will 
lead you to glory. Each hero type 
brings a special skill and new strate- 
gy. А single hero can lead from опе 
to five individuals, depending on 
his type and level. Rather than gath- 
ет up every dragon on the map to 
throw at the enemy, you slowly nur- 
ture your band of adventurers into a 
powerful force. Surviving members 
of a battle gain experience, which 
allows them to gain new levels. 
Careful planning is required in your 
advancement since troops follow 
branching paths, The role-playing 
element of gaining levels and 
choosing how to direct your troops’ 
training means there truly is little 
cannon fodder in Disciples. 

The maps tend to be linear 
rather than a wide-open expanse 
to explore. While this approach 
allows you to slowly build up the 
power you'll need when you reach 
your final destination, it doesn't 
| allow you the fun of stumbling 
| upon your goal and wondering 

how you'll ever be powerful 


Lands, Strategy First's new 
tum-based strategy game, 
invites comparison with the Heroes 
of Might & Magic series. Saying the 
game is a cross between that series 

and Warlords isn't out of line. 
Disciples adds a few twists, though, 
such as the concept of owning land 
instead of just sites and towns, a 
hearty role-playing component, a 
combat model squarely in the mid- 
dle of those games, and the lack of 
killer-stack mentality. 

Your first choice is which of the 
four races you'll lead. Although 
there are similarities amongst the 
races, each needs to be played ina 
distinctive style. Unique troop skills 
and the variety of spells available 
to each race provide plenty reason 
to try all four campaigns. 

After choosing your race, you 


THE GOODS 1-0 


GENRE turn-based Strategy 
PUBLISHER ‘strategy First 


ДЕ look at Disciples: Sacred 


REQUIREMENTS pie, enough to win. Dashing about and 
32MB, 4X CD building up huge reserves of mana 
that allow you to crush everything 
errr 2. players; in your path can’t happen, so the 
linear approach does add some 
RATINGS nice balance to the maps. 


Combat is a unique, if somewhat 


| 


UPSIDE 


Anice blending of turn based strategy 
and role playing. 


Giving the enemy the cold shoulder. 


THE BUZZ 


DOWNSIDE 


| A few interface and gameplay quirks. 


“ While the graphics аге a mixed bag—tigreat art, but somewhat fuzzy 
main maps—l gotta say that I really do like this game." " 


— Thomas Plummer 


"The campaigns are the best part of the game. I’ve found it much more 
enjoyable to play through those than to play multiplayer." — David Hunt 


awkward, affair. The actual battle- 
field is depicted in the center of 
your screen, complete with attrac- 
tive and sometimes amusing ani- 
mations for all the attacks. The 
problem lies in that all of your 
control and feedback come from 
static character portraits outside 
that area. Even after many hours 
of play, you may still find your- 
self trying to click on that archer 
to get him to start his attack. 
There's nothing inherently wrong 
with the setup, it just feels "off," 
and detracts from immersion 
into the battle itself. 

Once engaged with the enemy, 
it's a simple matter of pointing 
your guy at a foe and hoping for 
the best. It is still quite engaging to 
watch the scene play out, but after 
the first few times of defeating the 
same enemies the same way a wish 
for an autocombat option creeps 
in. You can find yourself in some 
very bizarre battles, too. Certain 
troop and leader types have no 
offensive capabilities at all, but can 
heal. If the enemy attacks them 
with a troop just powerful enough 
to hurt in equal doses to your heal- 
ing power, it's a stalemate. Sadly, 
the game doesn't concede that 
right away, so you end up playing 
out several tums of combat know- 
ing full well that eventually it will 
end with the attacker retreating. 

It's another spot where autocombat 
would be most welcome. 


| 


Doing good for others—healing your 


party. 


Proper planning wins the war, 

and Disciples takes that principle to 
| an extreme. With a bit of useful 

info provided by your spies, you 
know just what you're up against. 
The concept of preparation before 
battle is what truly distinguishes 
Disciples from the ancestral games 
it draws upon. By the time you 
enter the actual combat phase, you 
should have a good idea of the 
outcome, It's a breath of fresh air 
to rely upon knowledge, strategy 
and planning rather than desper- 
ately trying to build the killer stack 
against which no enemy can stand. 

Disciples is a standard turn- 
based strategy game set їп а fan- 
tasy world. That in itself is a 
good thing. As an added bonus, 
the game brings enough fresh- 
ness to the genre to be worthy of 
a spot on your hard drive. 
—Merrie Rickman 
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A stronger strategy game than the 
original. 


[top left] A well-timed artillery strike. 
That's gonna leave a mark. 


[top rght] The expansion includes a mis- 


sion editor for solo or multiplayer maps. 


[bottom left] Scenic planet Cernak. 
Notice the lovely steam vents and 
beautiful brown landscape. 


MechCommander Gold 


More fun than a barrel of giant robotic monkeys 


of the best-known and well- 
developed game settings 
around. Although quite a few of 


Е- BattleTech universe is one 


THE BUZZ 


“ You land from orbit and during the briefing you have a map... 
— Xavori, referring to the game’s fog of war obscuring the battlefield 


the universe’s rules are absurd 
(British longbows from the 1300s 
have better range than BattleTech 
long-range missiles), it is internally 
consistent and fairly well- 
balanced. MechCommander Gold 
follows that lead with a few game 
settings that are truly absurd, but 
overall, it is a decent expansion to 
last year's game. Even though two 
of the biggest frustrations of the 
original are still there, there’s 
enough new stuff to attract fans of 
the original as well as people who 
might have overlooked it. 

To get the negatives out of the 
way, note that you still can't save 
games during missions. Also, 
maps still start blacked out, but 
once revealed, they stay revealed. 
This is one of those "features" that 
makes absolutely no sense, given 


THE GOODS | 
GENRE real-time strategy | 
PUBLISHER  wicroProse | 


REQUIREMENTS P133, 32M8, 
4X CD | 


MULTIPLAYER 2-6 players; 


Internet, LAN, modem, or direct connect 


RATINGS 


the game's setting—a revealed 
map with fog-of-war would have 
been much better. This feature 
also seriously limits the usefulness 
of waypoints that were added in 
this expansion. 

Even with the black map limi- 
tation, waypoints are still fairly 
robust. The only other thing that 
should have been included with 
waypoints is the ability to cap- 
ture buildings. But, since you can 
run your mech right next to the 
tower, it only takes a mouse click 
to finish the path. 

Waypoints aren't the only inter- 
face improvements. You can now 
order your mechs to fire in ammo- 
conservation mode, and you can 
change difficulty settings in the 
new campaign. Ammo conserva- 
tion simply tells your pilots to fire 
energy weapons only. This is useful 
on any map with lots of vehicles 
that you don’t need to waste mis- 
siles or heavy projectiles on. The 
difficulty settings allow you to play 
each map in the new campaign as 
easy, normal, or hard. You can 
change settings between maps, 
which allows you to simplify a map 
that has been giving you an 
unusual amount of trouble. 


Although you cannot change the 
difficulty settings of the original 
campaign (which is also on the 
MechCommander Gold CD), you 
can use the waypoints and ammo- 
conservation orders. 

You get six new mechs, six new 
weapons, and six new vehicles 


| (obviously the designers spent way 


too much time watching The 
Omen). Of course, like most expan- 


| sions, most of the new stuff is fairly 
| pointless, but the new assault 

| mechs are the best yet in the game. 
| The heavy thunderbolt is the most 

| powerful missile, and the large x- 

| pulse laser is the best overall 

| weapon in the game. The new 

| vehicles, like all vehicles in the 


BattleTech universe, are pretty 


| much worthless. 


You also get a new 12-mission 
campaign, and three stand-alone 


| maps. The new campaign, like the 
| original, has a variety of objectives 


and provides some interesting 
challenges. FASA Interactive tried 
to add a little suspense to cam- 
paign by keeping the overall plans 
of your enemy secret (well, at least 


lots of long mission replays. 


| [bottom right] The campaign has а vari- 
| ety of objectives from destroy all your 


DOWNSIDE 


Still no saving during missions means 


enemies to capture vehicle convoys. 


[above] The original opening cinema 
showed the commander setting way- 
points. Now, you can actually do that. 


until the middle of the campaign). 
The new missions also provide 
some additional challenges as well 
as gameplay that is much closer to 
the multiplayer mode, with access 
to all the equipment of either the IS 
or the Clan and no carry-over from 
mission to mission. 

Finally, you get a basic mission 
editor. The editor is fairly easy to 
use, and gives you quite a few of 
the tools used in the campaigns 
and stand-alone maps, includ- 
ing the ability to build multi- 
player maps. You can create 


| whatever type of terrain you 


want. You can link turrets and 
gates to their respective control 


| towers and link those towers to 


generators. You can set up 


| patrols of mechs or vehicles, and 


even a few timed events. 
However, you can't customize 
mechs, nor can you set up all of 
the types of objectives you will 
see in the campaigns. Still, just 
the ability to build multi-player 
maps should greatly extend the 
play life of the overall game. 
MechCommander Gold carries 


| over a couple of frustrating design 


decisions from the original game, 
but it does improve on other parts 
of the interface. It provides 
enough new things for players 
who enjoyed the original to prob- 


| ably enjoy this one as well. There 


is even a $10 mail-in rebate for 
owners of the original, and with a 
street-price of $30-$35 ($20-$25 
after rebate), it is a good value for 
both owners of the original, as 
well as gamers looking a decent 
strategy game. —Xavori 
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Great running and passing models, 
excellent Internet play, customizable 
game Al. 


Madden NFL 2000 


EA Sports’ star learns some new plays 


Madden 2000 is the best 
arcade football game to date. | 
The glaring problems from last | 
year’s game are nowhere to be | 
seen. Running the ball is a delight | 
as offensive linemen open up holes | 
| 
| 


б to the point: EA Sports’ 


and running backs break tackles. 
The computer also has a much bet- 
ter grasp on the running game, 
and can grind up yardage even on 
the most grizzled Madden gamer. 
Never before was it possible for a 
human-controlled running back to 
gain over 100 yards a game (with 
any consistency), much less the 
computer runners, but in Madden 
2000 a good running back is | 
tough to stop. No program has | 
ever modeled the running game 
this well. 

Passing is much more enjoyable 
this year. Defensive backs don't 
react to a thrown pass as quickly as 
they did in Madden '99, and this 
gives quarterbacks the chance to | 
find open receivers. The addition of | 
“hot routes” is a stroke of bril- 
liance. Hot routes are similar to an 
on-the-fly audible. You can go to 
the line of scrimmage and change 


Sports | 
PUBLISHER Electronic Arts | 
; | 

P166, | 

2-12 players: | 


the route of a wide receiver using 
your gamepad. You can tell him to 
go deep, to run a quick out ora 
comeback, etc. 

Visually, the game is similar to 
Madden '99. While there are more 
frames of animation (and the 
engine itself is much cleaner), 
there are no major changes from 
the look of last year's game. That's 
not to say that the graphics are of 
low quality—quite the contrary, 
but when compared to the amaz- 
ing visuals found in NFL Fever 
2000, Madden's look is starting to 
feel a bit rough around the edges. 
The game supports Direct3D and 
Glide, and when running at 
1024x768, can certainly hold its 
own. But Microsoft's game simply 
looks better. 

One of the more important addi- 
tions in Madden 2000 is the CPU AI 
adjuster. The game allows you to 
tweak several gameplay aspects to 
fit your own personal gaming 
needs. You can assign the comput- 
er distinct play calling logic (run 
more or pass more) and play call- 
ing style (conservative, normal, or 
aggressive). On offense, you have 
the ability to adjust such things as 
overall throwing accuracy, catch- 
ing ability, running ability, and 
blocking. On defense you can 
adjust awareness, interceptions, 
block shedding, tackling, and pass 
knockdowns. While this is a great 
first step, it would be nice to take 
this a bit further. Throwing accura- 
cy is the biggest problem in 
Madden 2000's gameplay. It's far 
too easy to complete long passes 


THE BUZZ 


Suspect computer play-calling and 
| trade Al, computer passing problems, 
uninspired franchise mode. 


[above left] Eddie George is a domi- 
nating runner. 


[above right] The running game is 
much better this year. 


“| think the Al needs help even with the user tweaks. Every time I put 


four wideouts іп а play, the CPU always comes out іп а dime." 


| The Madden Challenge unlocks fan- 


tasy teams, new stadiums, etc. 


due to the pinpoint accuracy of the 
quarterbacks when throwing the 
bomb. If you lower the accuracy 
setting, it becomes even more dif- 
ficult for the CPU to complete ordi- 
nary passes. However, if you raise 
this setting, the quarterbacks (even 
bad quarterbacks) will be dead-on 
accurate on passes over 30 yards. 
While the gameplay in Madden 
2000 is much more accessible (and 
more fun) that last year, the fran- 
| chise mode still needs a bit of 
work. First off, you're only required 
to have 36 players on your roster, 
when in fact you should need 46. 
This leads to a lot of problems. For 
example, if you have 36 players on 
your team and your salary cap is 
near the limit and if a player gets 
injured—you will need to cut a 
player from your roster in order to 
hire a backup. There's no injured 


join the 


— Phil Rowland 


Computer general managers are all 
insane. Check out this trade offer! 


reserve list, and due to this, a fran- 


| chise league has the potential to 


completely break down. 

The trade Al is also highly sus- 
pect. While it can be hard to fool the 
CPU when offering trades, during 
the off-season the computer offers 
trades that are simply mind-numb- 
ing. The best part about Madden 
2000's franchise mode is that it 
keeps the rosters dynamic—and 
that's important. You won't field the 


| same team every season, and it does 


keep the game fresh despite being a 


| somewhat flawed system. 


Madden 2000 isn't perfect. It's 
not a seamless blend of arcade 


| action and realistic simulation. But 


it's closer to that than anything we 
have seen thus far on the PC. More 
importantly—it's downright fun to 
play. Madden 2000 is a winner. 

—William Abner 


ussion at http://www.cdmag.com/cgi-bin/WebX?132" 298453». ee6[d39 


Try the demo at http://www.cdmag.com/articles/022/088/madden2k_demo.html 


сто 


NHL 2000 


Ox stes 


(55) Last came 


HL 2000 is one frustrating 
hockey game. It looks great, 


sounds great, and has a 


healthy feature set. The super goalie 


problem from previous years is 
gone, which in tum provides great 
looking goals that reward players 


that work for their shots. But it has 
such lackluster artificial intelligence 
that it ruins what is otherwise a fun 


arcade hockey experience. 
Of course the graphics, a staple 
in every EA Sports game, are stun- 


ning. The players look great (espe- 


cially their facial expressions), as 
do the arenas. The pucks have the 
home team’s logo plastered on 
them. You can even import your 
own face into the game. 

Taking a page from Madden 
2000, NHL 2000 allows some 
degree of user customization. This 


is done via the "boost bars”. If you 
feel that the skating is too fast you 
can lower the “player boost”. (As a 


side note, it is strongly recom- 
mended that you disable speed 
burst as it completely ruins the 


game. Thankfully, EA Sports added 


the ability to turn this off.) If you 


D 


Sports 


"PUBLISHER. ca sor 
"REQUIREMENTS ье, зг 


MB, 4x CD 


"MULTIPLAYER. 2-10 players, 


Modem, LAN, or Internet, Hot seat 


Xo xXx x 


Goodbye super goalies, hello lackluster Al 


DADDY ABNER 
жем DANEYKO 


feel that the goalies are too good 
you can lower the goalie boost 
accordingly. One oddity is that 
while you can set the goalie and 
player boosts separately for the 
CPU and human controlled teams 
in Exhibition mode, you cannot do 
it in Season mode. Why you cannot 
set them individually in Season 
mode is a bit of a mystery. 

The most prominent new feature 
of NHL 2000 is franchise mode. 
Here, you can guide your team 
through ten consecutive seasons. 
Players retire, improve and lose 
skills, rookies are drafted, and free 
agents are signed. The free agent 
period deserves special mention, as 
EA Sports has adopted a unique 
system. Since there are no player 
salaries in the game, the free agent 
signings are "random" (in a 
sense). Here's how it works: after 
the season concludes, you check 
the free agents that are available. 
You then select three players that 
you wish to sign. You may get 
these guys or you may not—it's up 
to the free agent. This process is 
repeated until all the free agents are 
signed. This method works well. You 
can also re-draft your entire league 
fo use with franchise mode, and 
user-created players are also com- 
pletely functional with career play. 

The interface is surprisingly 
good. Information is laid out nice- 
ly, and prior to each game you 
learn which players are on hot or 
cold streaks, which players are 
known as big hitters, who the star 
players are, and which players are 


Upside: Super goalies are no more. 
Great graphics. Online league support. 


14:03.90 


simply awesome. 
[top right] The gloves are off! 


[bottom left] A great goal by Jagr. 
Boston selected him in the fantasy 
draft. 


[bottom right] The pre-game screen is 
very helpful. 


[top left] The graphics in NHL 2000 аге 


Very poor offensive, defensive, and 
powerplay Al. 


USER TARGET 


[above] Get the puck to Jagr! He’s on 


fire!The Bruins score on an open slap- 


shot. 


currently recovering from an injury 
or an illness 


Sounds like a dream game, 
doesn't it? Well, no, it's not. While 
the game has certainly made 
strides in several key areas, there 
are still problems with the game 
that hurt it as a simulation and 
even as an arcade representation of 
the sport of hockey. 

On offense, the CPU is in a panic. 
Rarely will it set up a play, and 
most of the shots on goal taken by 
the CPU are on breakaways. The 
offensive Al will, at times, show 
flashes of brilliance, but for the 
most part it is ineffective even on 
the “all star” level of difficulty. 
While the Al with the puck isn’t 
great, the defensive and powerplay 
Al is just plain bad. The defense 
refuses to guard players on the 
wing. Want to score six to ten goals 
a game? No problem—just take 
slapshots from the right circle all 
game long and eventually you'll 
score. Need another scoring 
method? Just take a fast skater and 
shoot a wrap-around or a back- 
hand wrister in front of the net—the 
goalie can't stop it. 

The problem here isn't with the 
goalies. Let's face it, if Jagr can get 


that close to the net, he's going to 
score. The problem is that the 
defense allows this to happen. The 
powerplays are even worse. Just sit 
back with the puck, on your end of. 
the ice, and wait—penalty killed! 
Eventually, the CPU will send one 
lone attacker to get the puck. But 
once you pass it, he retreats back to 


his side. Folks, that's just not hockey. 


In the end, NHL 2000 is more of 
à side step than it is a leap for- 
ward. While the super goalie prob- 
lem is gone and a career mode has 
been added, the Al problems mar 
the solo game to the point that in 
order to have a good time you 
must put limitations on yourself so 
as to not destroy the computer 
opponent at will. And that's just 
not fun. —William Abner 
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[above] The Hawks and 76ers are about to play a classic game. 


[right] Smith drains a three to send it to overtime. 


NBA Inside Drive 2000 


Rookie of the year 


want to directly compete with 

NBA Live 2000 when it hit store 
shelves in early October. Why else 
would the company release a bas- 
ketball game during the off-sea- 
son? [Baskeball has an off-season? 
- Ed.] Despite that, extensive play 
shows that NBA Inside Drive 2000 is 
the most challenging basketball 
game yet created. We don't know 
if NBA Live 2000 will be a better 
game, but Inside Drive 2000 not 
only competes against NBA Live 
'99, it pummels it into submission. 

That said, the game is far from 
perfect. It's missing many features, 
and the features it does have are 
paper-thin. You can't save a game 
in progress, there are no player 
injuries, and you're forced to play 
an 82-game schedule (you can 
simulate games, but you can't play 
a shortened season). Inside Drive 
2000 also lacks a player editor or a 
player creation model, and it has 
little in terms of multiplayer sup- 
port Conly hot seat play is avail- 
able, and only one person can play 
ina league) 

The game uses player ratings to 
determine overall skill on the court, 


| t's obvious that Microsoft didn't 


Q 


GENRE sports 
PUBLISHER: wicrosoft 


REQUIREMENTS P200, 32 
MB, 8X CD 


MULTIPLAYER 


same machine 


RATINGS 


1-4 players: 


but the ratings are about as basic as 
it gets. Each player is rated in the 
following categories: speed, shoot- 
ing, three-point, free throws, 
rebounding, steals, blocks, and 
clutch. The problem with this system 
is obvious; there are no ratings for 
outside and inside shooting—in fact, 
overall shooting range isn’t mod- 
eled at all. Also absent are skills for 
defense, stamina, and passing. 

Worse still is the lack of a shoot- 
ing frequency rating. The game 
fails to model the real NBA in that 
players who love to shoot and 
players that are premiere scorers 
are not necessarily scoring threats 
in Inside Drive 2000. A prime 
example is Allen Iverson (All-Star 
shooting guard of the Philadelphia 
76ers). Shooting guards in general 
are overshadowed, and don’t shoot 
a lot unless left completely 
unguarded. On the other hand, any 
center or a power forward (regard- 
less of skill) is a premiere player in 
Inside Drive 2000. The computer 
will feed these players as if they 
were starved dogs. 

The passing model also needs a 
bit of work. It can be difficult at 
times to throw the ball to the play- 
er that you want due to the lack of 
a direct passing model (as used in 
Live 99). Interceptions aboutn due 
to cross-court passes that were 
meant for someone else 

These criticisms begin to fade 
away the more time you spend 
playing the game. The computer 
plays the most fundamentally 
sound game of basketball of any 
hoop game to date. Picks, give- 
and-goes, double screens, low post 


Plays a great game of basketball, enter- 
taining commentary, solid graphics, 
low price. 


turnarounds, time killing fouls—it's 
all here. In fact, beating the com- 
puter is a real test of one’s gaming 
prowess. The computer will take 
advantage of an opening and 
unlike the NBA Live series, the 
gameplay is not scripted. For 
example, if you leave the point 
guard open, he'll take the shot; if 
you leave the power forward open 
down low, he'll tum around and 
dunk in your face. 

There are aspects of the game- 
play in Inside Drive that NBA Live 
has simply never gotten right. Foul 
calls are dead-on accurate, and 
you can expect to shoot a hefty of 
amount of free throws. Games 
don't deteriorate into dunk fests 
and blocked shots. To be successful 
(or even competitive) in Inside 
Drive 2000, one must unlearn bad 
habits acquired from playing NBA 
Live '99. You must learn to work 
the ball on offense and to be 
patient on defense. 

While Inside Drive 2000 isn't 
quite as pretty as NBA Live '99 (and 
it's not nearly as pretty as Live 
2000), it holds its own in terms of 
graphical flare. The uniforms and 
arenas are especially nice. The 
sound is also very good. The play- 
by-play provided by Calabro and 


| Can't save a game in progress, NBA 
j also-rans are superstars, poor multi- 


player support. 


[top] You'll shoot plenty of free 
throws in Inside Drive 2000. 


[bottom] The 76ers win in double 
overtime 130-129; Ratliff and Geiger 
prove to be too much, 


Johnson gets repetitive after you 
play a dozen or so games, but it’s 
useful when tey make comments 
such as, “Smith has missed his last 
six shots. He's shooting the slip- 
pery, frozen rock tonight.” 
Developer High Voltage has a 
diamond in the virtual rough, here 
and hopefully Microsoft will pump 
some more money into the series so 
it can blossom into a classic—it has 
that kind of potential. As it stands, 
NBA Inside Drive 2000 is a solid 
first effort, and for a mere 20 bucks 
it’s a game that NBA fans should 
investigate. —William Abner 


THE BUZZ ұү; ы EERE 


“Shawn Bradley burned me for 38 points (a career high). | don’t know 
what is funnier, getting burned on Rookie or Bradley scoring more than 2 


points.” 


— Kevin Parsons 
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Mob Rule 


Swimming with the fishes... 


uilder simulations like the 
Dis and the Caesar series 

are odd creatures that embrace 
a "work" theme, and wrap it ina 
fun package to create a game. 
Don't ask us to explain why people 
love games that, minus the fun fac- 
tor, could easily be mistaken as a 
job with the state. You just have to 
look at the success of titles like 
SimCity and Rollercoaster Tycoon to 
see that people love them. Maybe 
the secret to their success has 
something to do with how the best 
of the Builder games engage your 
creativity by merging the fun and 
work elements so seamlessly 
together that it's hard for the you 


to tell where the fun ends and the 
work begins. 

Mob Rule is the sequel to one of 
these Builder games, 1997's 
Constructor. Constructor was actu- 
ally a fairly enjoyable romp of à 
pseudo-slumlord simulation, where 


GENRE: Builder Simulation 
PUBLISHER: simon £ schuster 


Interactive 


REQUIREMENTS pice, 16М8, | 


AX CD 


MULTIPLAYER 2-1 players, 
LAN 


RATINGS 


Kw KI 


the focus was primarily on manag- 
ing residential property and earn- 
ing higher rent profits. 

Mob Rule departs from the more 
modern leanings of Constructor and 
explores the turbulent 1930s. The 
game retains the enjoyable, campy 
feel its predecessor but sheds the 
earlier game’s focus on residential 
tenant management and involved 


[above] Gangsters are clearing the 
blast radius after shooting up and 
destroying a junkyard. 

[left] Play one of four different fami- 
lies in the campaign. 


juggling of internal building 
upgrades. Instead, it focuses on the 
building of an illegal business 
empire made up of casinos, restau- 
rants, breweries, and nightclubs. 
Despite a few notable changes, 
though, Mob Rule still retains its 
core business simulation theme and 
humorous lighthearted nature. 

You can choose from multiplayer 
missions or a single player cam- 
paign that spans five cities, begin- 
ning in rural Hick Town to the final 
conflict in the heart of organized 
crime, Capital City. As the press 
blurbs read you're the big boss, 
and you are out to take control. Or 
are you? The question of who is 
really in control becomes an issue 
with Mob Rule. For starters, the 
tutorial must be played before 
even beginning a single player 
game. The in-game tutorial is а 


UPSIDE 


Fun theme with a well-designed 
interface. 


DOWNSIDE 


Tedious tutorial, ambiguous gameplay 
elements. 


Home Repair Shed = $2,000 x + 


Workers busy (x 1) 


[top left] This is опе of the mission briefings—you will see a lot of these through 
the campaign. 


[top right] Some gangsters and a few fixers thin out the competition. 


[above] Mob Rules has twenty gadgets to spruce up your properties. 


THE BUZZ [pianos ies 77 


"Honestly, | love the game. My biggest complaint is that | can't do a 


'skirmish' against the computer." 


— Sleezy 


"The concept of being forced through a pointless and clueless tutorial is 


just dumb." 


— Richard Link 


long string of introductory mis- 
Sions intended to acclimate you to 
the game. The problem is, it can 
end up taking a substantial 
amount of time to complete, espe- 
cially when mission ambiguities 
include the (undocumented) 
requirement to eliminate all the 
obscure remains of rival gangs (all 
the way down to property fences). 
This has a tendency to become 
hours of frustration as you stumble 
around trying to resolve these stalls 
by trial and error. 

When you've finally squeaked 
past the tutorial missions the real 
game begins. The game still plays 
a lot like Constructor with workers, 
gangsters, and fixers making up 
the core of your manpower. Your 
businesses and profits are earned 
with the help of a variety of tenants 
who run your businesses. In fact, 
most of the core of Constructor is 
still here, as you still deal with 
undesirables, upgrade their prop- 
erties with gadgets, and scramble 
about to keep tenants happy. 

Still, there are meaningful dif- 
ferences from Constructor that 
range from small inconsequential 
changes, like the elimination of 
foremen, to the more substantial 
changes, such as interacting with 
City services. The biggest change 
from the Constructor s design, 
however, has to be the massively 
improved interface design. Any 


tedious shortcomings of that 


game's interface design have been 
shed and what is left is a game 
that's very easy to navigate. 
However, the design of the sin- 
gle player game brings us back to 
the "who's the boss” question. 
Unlike the open-ended play of 
Constructor, each of the cities visit- 
ed in Mob Rule present you with a 
series of missions, with specific 
objectives, that must be complet- 
ed. This makes you feel a lot more 
like a servant than the big boss, 


| especially if deviating from mission 


objectives can result in you being 
fitted for cement overshoes and 
taking an unplanned swim with the 
fishes. Mob Rule's tight corridor of 
mission structure usually leaves 
you little room to maneuver out- 
side the specific goals, and ulti- 
mately restricts much of the poten- 
tial fun of this title. 

Mob Rule has the rare combina- 
tion of ingredients needed to make 
the kind of "Builder" game that is 
both fun and humorous to explore, 
while making the work aspect 
nearly transparent. Unfortunately, 
the strict structure of play, a 
tedious tutorial, and a few undoc- 
umented gameplay ambiguities 
can turn playtime into a real 
chore. For fans of the Constructor, 
or multiplayer fanatics, Mob Rule 
is probably worth a look. For the 
rest of us, a swim with the fishes 
may look a little more appealing. 


—David Finn 
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ПРУ cheats 
Command & Conquer: 


Tiberian Sun 


VICTORY AGAINST THE NOD IS NEVER EASY. REVIEW 
carefully the following correspondence with GDI 
special forces. The keys to success are here, but 
you'll need to heed them closely. 


From: Colonel James Handricks, 
4th AV Division, GDI 

Special Forces 

To: Major G. M. Reader 
Subject: Phoenix Base 


Until further notice, I've been 
permanently assigned by General 
Solomon to oversee the reconnais- 
sance needs of your staff for all 
future upcoming assignments. 
While | have strong faith in General 
Solomon's ability to select the 
appropriate resources for our most 
critical tasks, | find your back- 
ground sorely lacking in the 
required skill set for this mission. 
With all due respect, Major Reader, 
I suggest you take advantage of 
my intelligence reports and battle 
plan projections for the safety of 
yourself and your men. Obtaining 
these reports costs time, money, 
and all too often, the lives of the 
brightest recruits on my staff. Don't 
take them lightly. 

Our Phoenix base badly needs 
reinforcement. Immediately 
detach a small group of infantry 
to comb the western edge and 
probe for scattered groups of Nod 
forces. Move the core of your units 
south just outside the range of the 
small Nod camp. Build your bar- 
racks outside the walls of the 
camp near the base defenses (yes, 
Мајот, I'm aware it defies conven- 
tional military wisdom). Amass 
infantry and descend towards the 
south, pummeling opposition. 


When sufficient strength is avail- 
able, move as one across the 
bridge toward the east and take 
down the Nod base quickly. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Secure The Region 


| find myself woefully unim- 
pressed with your performance in 
what should have been a simple 
establishment mission. That you 
succeeded will be remembered; 
that you could have done better 
will be remembered by me. On to 
business: civilians trapped by 
Nod presence in the designated 
sector. You'll be given the MCV, | 


suggest you plant it as far towards ! 


the east as is safe, between the 
tiberium fields. Take the deployed 
group of infantry and Wolverines 
and blast those wretched SAM 
sites to the east, then construct 
the standard military structures 
(barracks, power plants, you 
remember those, right?). Patrol 
the southern region while amass- 
ing a full complement of 
grenadiers and Titans. Repair the 
southern bridge and advance to 
the Nod base. Recon indicates 
imbalanced defense placement, 
leading us to recommend that you 
dash past the heavy frontal 
defenses, station your units rear- 
ward, and destroy buildings while 
moving forward to pick off disori- 
ented enemy units. 


tips» 


DE 


[top left] With the northern flank Н 
secure, amass forces before crossing 
the thin stretch of land separating 
your base from the Nod base. 


[above left] A force of Titans need only 
distract enemy defenses long enough 
for the capture happy Engineers to 
take technology center. 


»walkthroughs 


cheat codes 
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Beware of roving infantry from the West 
while amassing a force to overwhelm the 
eastern base. 


[top right] Having pummeled the 


| power plants from a fair distance 
| south, Titans "break camp" while the 


engineer capture the train station. 


[above right] Unrelenting assaults keep 
the situation tense. Pump out troops 
quickly, and keep a rear guard sta- 
tioned south of base. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Capture The Train 
Station 


Let's get to business. Because of 
the precarious nature of the terrain, 
reinforcements will be sporadic at 
best. Maintain a low profile, skirt- 
ing the watch towers and climbing 
west and north. Capturing the 
southern and central relay stations 
provide us the breathing room to 


| send additional forces for this mis- 
| sion. Move quickly northward 


through the gully, only engaging 
the enemy if they pursue. Split your 
forces at the northern bridge, 
sending your Titans directly west 
and south of the river. From this 
vantage, destroy the power plants 
and Nod laser towers SATCON pin- 
pointed from its last orbital cycle, 
then recall the Titans. Radio your 
main forces still at the bridge to 
advance (your engineer can repair 
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it). Destroy the Hand of Nod to 
remove the possibility of enemy 
reinforcement, then raze the base. 
The attack should distract Nod 
while the engineer captures the 
train station. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Locate and Secure the 
Crash Site 


The MCV and defense units are 
enroute to the drop-off point. The 
city presents a highly defensible 
position. Set up your base and put 
Sergeant Jansen's crew westward 
until a series of RPG towers can 
fend off the occasional Nod strikes 
we're expecting. Images of the 
crash site suggest its location in the 
southeast corner. It wouldn't sur- 
prise anyone if Nod units had 
orders to destroy that ship if 
attacked, so you'll need to move 
quickly once it's sighted. Descend 
into the valley and pick off Nod 
Tick Tanks and infantry. Secure the 
area, then methodically crawl north 
towards the enemy base. Major, | 
encourage you to spare the waste- 
ful cost of lives in destroying the 
base entirely, so storm the inner 


him into the canyon, to their doom. 


perimeter with Titans and hold 
long enough for an engineer to 
capture that Tech Center. Oh, and 
while I'm amused by your requests 
to have me transferred to lota 
Quadrant, please remember that 
General Solomon needs and 
demands assistance from both of 
us. If it's any consolation, | don't 
much like you either. 


From: Colonel James Handricks 
To: Major G. M. Reader 

Subject: Defend The Crash Site - 
77 URGENT!!! ! 


This brave, lone, soldier triggers a huge subterranean ambush. Let them chase 


It's extremely unlikely you'll get 
this in time, but my staff is con- 
vinced we should try. Recon units 
are picking up signals from a very 
large Nod force in the proximity. 
Our best projections show them 
targeting the power systems before 
advancing south from the northern 
choke point. Let them blast the 
power plants (we won't need them) 
while you continue churning out 
fresh troops. Maintain a small gar- 
rison in the southern region, as we 
anticipate subterranean attacks 
from time to time. ETA for the 
reserves to repel their secondary 
mechanized force is ten minutes, so 
hang tight and don't give up 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Destroy The Radar 
Array 


You survived, Major. By the skin 
of your teeth, granted, but you 
survived. Now it’s time to poke out 
Nod's eyes. Until we get image 
scans back from Lab Delta, don't 
advance on the relay station north 
of the drop point. Traverse south- 
ward to neutralize the enemy out- 
post and decimate the relay station 


nearby. Direct your forces north- 
ward, staying outside the defensive 
perimeter of the Nod radar installa- 
tion. Skirt the southern cliff edge, 
then level the laser towers with 
your Titans, allowing the infantry 
units to pound the secondary relay 
station. Retrace your steps west- 
ward to the entrance of the cliff 
edge where the third relay station 
awaits. Rendezvous with fresh 
troops arriving from the initial drop 
off point. Lab Delta now informs us 
of large subterranean movement 
underneath the relay station. Send 


one of your bravest men up onto 
the ridge. At first sight of the 
enemy, have him retreat back into 
position and pick off his pursuers 
in your own private "Valley of 
Death." Once enemy forces deplete, 
destroy the final relay station. 
Advance eastward, skirting the 
tiberium field, pass through the 
tunnel system and storm the radar 
base from their unprotected north 
eastern flank 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Rescue Tratos 


You're working with the gree- 
nies on this one, Reader. Get that 
mutant hijacker to procure one of 
the Tick Tanks, then deploy it 
across the river northwest of drop 
point alpha and have him take pot 
shots at the power plants to dis- 
tract Nod units while you converge 
from the east. Take out the forward 
installation quickly. If you can cor- 
ral him long enough to obey an 
order, send Ghoststalker around the 
edge of the prison compound 
undetected, giving him rein to 
destroy harvesters and infantry far 
up north. Anything he takes down 
will be one less hassle when we 
invade (but for gosh sakes, make 
sure he doesn't get detected). At 
your discretion, decimate the 
prison, but get Tratos out and to 
the LZ with haste once you've com- 
menced the assault. If Ghoststalker 
lived up to his legendary reputa- 
tion, the Nod base won't be diffi- 
cult, especially with the scheduled 
| MCV's arrival once Tratos is safely 
| enroute to headquarters. 
| 


bridge repair station due north. 


One lone engineer survives an imminent air crash. Dash him quickly to the 


From: Lieutenant Jimmy 
Drakson 

To: Major G. M. Reader 
Subject: Destroy Vega's Dam 


In the Colonel's absence (he's 
taken ill from an unsatisfactorily 
prepared meal), I'll brief you on 
the current situation. Travel in а 
wide "U" down and across the nar- 
row southern stretch of land. When 
you secure areas from anti-aircraft 
vehicles, we'll shuttle in as many 
spare units as we can. Our latest 
batch of scans pinpoints the two 
regulator stations, one on each side 
of the dam. We'll be dropping an 
engineer in once you reach the first 
bridge, secured or not. If he comes 
under fire, get him to the bridge 
repair station to open the way for 
your forces to scurry across and 
hold the bridge. Two opportunities 
exist for infiltrating the dam com- 
pounds. Take the underground 
tunnel north of your position, then 
filter down from the north to sys- 
tematically level their defenses. Or, 
bound across the western bridges, 
then circle the southem beach 
(beware of the ring of tanks above 
the cliffs), attacking from the hills 
directly west. Either way, overlap- 
ping fire is scant, and sporadic 
where it appears, so a gradual con- 
certed assault should merit positive 
results. 

One last thing, sir. While | 
know of the animosity between 
my commanding officer and your- 
self, let me assure you that we on 
the team applaud your abilities 
and efforts. We're rooting for you, 
all of us Cespecially those whose 
relatives, like yours, were in 
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The "Hand" that feeds you fresh troops now belongs to GDI, thanks to a 
daring raid on its near undefended plateau. 


Hammerfest when it fell). 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Destroy Vega’s Base 


Uncle Sam wants you, Major. So 
does cousin, nephew, and Aunt 
Sam. In fact, you're surrounded by 
SAM Sites circling the drop off 
point, so move quickly to eliminate 
all anti-air units in the vicinity 
while establishing a forward base. 
Vega's quarters lie to the west, but 
Surveillance Satellites note station- 
ary Nod forces to the south. Based 
on typical Nod behavior, the south- 
етп outpost units will destroy the 
singular bridge leading to the base 
when they spot you (so in small 
words, bring an engineer). A 
squad of Wolverines, Titans, and 
Disc throwers moving across the 
bridge will halt their demolition 
efforts, allowing you to neutralize 
the base. Hovercraft circling Vega's 
island can alert Nod units, spread- 
ing them out across the island and 
thinning them from your attack 
point. Pummel SAM sites with hov- 
ercraft, then bring in Orca fighters 
or flying infantry to smash 
artillery. Commence with a full 
frontal assault, spreading out as 
defenses crumble until you've got 
Vega's pyramid under our control. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Recapture Hammerfest 
Base 


No words relay the urgency of 
taking Hammerfest back from Nod 
insurgents, both strategically and 
for the morale of the GDI military. 
Wind your way through the 
canyons eastward from where we 
insert you, taking out power plants 
and outposts along the way. 


Without power, the nearby Obelisk 
of Light shuts down, and that 
makes for quick destruction of it. 
Amass on the eastern edge of the 
first bridge, then dash across and 
capture the Hand of Nod, after 
which you must destroy the nearby 
artillery (do not reverse this order, 
Major. Communications from the 
Hand will relay your position 
should you take out the arty piece 
first). While you build infantry and 
rocketeers, direct the hover tanks 
around the northern edge of 
Hammerfest to destroy power 
plants and starve the GDI defenses. 
With defensive power starved, 
overwhelm the feeble Nod forces 
and set up camp. Avoid as much 
damage to the installation as pos- 
sible, since you'll only have to 
rebuild them later. 

With Hammerfest back in GDI 
hands, repair the essential build- 
ings required to produce a sizable 
army of Titans, aerial and land 
infantry, and Wolverines. Station a 
squad of Titans at the southwestern 
bridge between Hammerfest and 
the Nod encampment, maintain a 
patrol of infantry around the base 
to monitor for subterranean 
attacks, then move the full weight 
of your forces to the bridge and 
clockwise around the edge of the 
two tiberium fields. Exploit the 
weak spot in the southeastern por- 
tion of the Nod base, using aerial 
infantry to take out front line 
artillery, then Wolverines for sup- 
porting Tick Tanks, and finally 
Titans to decimate laser towers. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Retrieve the Disruptor 
Crystals 


We'll have you in and back 
from this mission before the mess 


[top left] Charge across the bridge, 
then sever it to keep pursuers at bay 
while you rescue the prisoners. 


[above left] A two-prong attack with 


radar support to combat the stealth 
technology Nod liberally uses. 


[top right] Nod's apparent fettish for 
blowing up trains gives your units a 


hall finishes another round of death 
dessert. Capture the Hand of Nod 
due east of drop point Alpha. 
Pump out some infantry units (use 
the reserve credits we gave you 
before you boarded the cargo 
plane. Hopefully, you didn't lose 
them gambling with the pilots 
again). Simultaneously, send the 
mechanized units south in a loop, 
charging them across infantry 
patrols and into the train station. 


grace period to head northwest to 
the power grids. 


[above right] With all units "guarding" 
the Mammoth tank, he'll stay ahead 
of the pack to absorb massive dam- 
age while dishing out unparalleled 
attacks himself. 


| woven. This renders you invulnera- 
| ble and me unable to reinforce you. 
| Lead with your infantry (prepare 


your medics for overtime work), 


| and follow up with the heavier units 


along the southern edge of the 


| region. Once you hit the river, move 

| at full speed north and across the 

| bridge, ignoring as many skirmish 
opportunities as possible. Once 

| crossed, station Titans to keep the 

| bridge destroyed, pound the com- 


"Commence with a full frontal assault, spread- 
ing out as defenses crumble until you've got 
Vega's pyramid under our control" 


Destroy both ends of that train to 
cancel its departure, then hold 
position while your infantry 
regroups with the mechanized 
units. Attack and dismember the 
station, leaving one of your 
sergeants with the task of collect- 
ing the crystals from the train. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Rescue the Prisoners 


South, Major. If you bother 
reading our exhaustive intelligence 
reports at all (I have my suspi- 
cions), then remember this: South. 
The entire area teems with Cyborg 


| patrols, their pattems tightly 


pound with combined arms fire, 
eradicate the SAM sites nearby, 
then free the prisoners. We'll take 
care of the rest. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Destroy the Chemical 
Supply Station 


Regrettably, barring a miracle 


chemical weapons will be aimed at 


your base once located. Venturing 
to the north alerts enemy aircraft 
earlier than you'll be equipped to 
defend against them. Weave 


| through the tiberium veins (keep 
| your infantry on alert), then estab- 


lish a base and perimeter on the 
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central southern plateau. Space 
your buildings as widely apart as 
possible. Amass a wide variety of 
units in the northern crossroads far 
west of your position, moving them 
in groups to clear out possible 
ambush points. Disruptor technolo- 
gy makes or break your assaults. As 
chemical strikes arrive, maintain at 
least 1000 credits to repair critical 
buildings. The strikes seem to 
migrate towards unusually non- 
essential structures, so build hard 
points without defenses as "sacri- 
fice" offerings to the chemical 
whims of Nod's least- brightest offi- 
cers. Aerial infantry should again 
lead the way to victory, swooping 
down from the north to neutralize 
artillery. Knock on the gates hard 
enough, then swarm over defenses, 
keeping the Disruptor group 
abreast of your main forces so that 
its attacks won't hamper your own 
assault. With a clear path, lead 
Ghost Stalker to the northern train 
station from the drop off point, 
then sweep across all areas and 
decimate the base entirely. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Mine the Power Grid 


The latest images from the lab 
lead us to believe that you'll 
achieve better results outrunning, 
rather than outgunning, Nod forces 
on this mission. Despite what 
mother always told you, we grant 
permission to unbuckle your seat- 
belt before the train comes to à 
complete stop, taking cover to the 
north and weaving west toward the 
flank of the power grids. All of the 
power plants rest nearby to the 
south, allowing for rapid dispatch- 
ment with little fear of casualty. 
While it's possible to destroy the 
power plants with sustained fire, 
for political reasons General 
Solomon wishes that the destruc- 
tion of the facilities be left solely 
up to Ghost Stalker. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Destroy The Chemical 
Missile Planet 


Corporal Witherspoon nearly 
sent you on a "routine unimpeded 
control mission"; however, we've 
intercepted his briefing and he'll 
be spending quality time leaming 
to discern when the sky eye 
deceives. Truth is, Nod stealth gen- 
erators hide a sprawling base of 
operations, so this mission will be 
anything but "unimpeded." 
Establish a base quickly, and set 
forward component towers of 
opportunity to bait pending chem- 


ical strikes. Once again, stockpile 
some cash for repairs, but continue 
building two armies: a group of 
Titans and Hovercraft and a group 
of infantry and Hovercraft. 
Incrementally deploy mobile radar 
in a central location as your units 
creep eastward on northerly and 
southerly approaches. At the 
perimeter of the Nod forward base, 
pound as many structures from 
outside the compounds as possible, | 
but do not assault the interior. 
Congregate all forces into one large 
army, flanked by your mobile 
radar, and advance on the south- 
em front. Thanks to light anti-air 
defenses, a small squad of aerial 
infantry will easily handle the 
artillery while your reinforced army 
crushes the Construction Yard, the 
Airbase to the south, and the off- 
shoot installation to the north. 


From: Colonel James Handricks 
To: Major G. M. Reader 

Subject: Locate and Destroy 
Prototype Manufacturing Facility 


A small detachment will pre- 
clude the arrival of your main 
forces in the area. Direct Ghost 
Stalker and the others east, skirting 
the edge of southern ravines to 
avoid pinpointed Obelisks. 
Leverage the tiberium field's heal- 
ing qualities on troops injured dur- 
ing firefights encountered along 
the way. Bypass the central out- 
post—there'll be enough reinforce- 
ments to capture it later. Capturing 
a Tick Tank helps defend against 
Nod forces as the group penetrates 
to the inner wall and sends us 
coordinates. Recall your team 
immediately (amassed troops will 
be alerted once they're detected). 

The pride of our research arm, 
the Mammoth, has been granted 
the green light for operational use. 
| caution you, knowing your brava- 
do, to take into account its painful- 
ly slow movement rate. MSAs work 
overtime, as stealth generators run 
rampant across the countryside. For 
want of more technical terms, 
employing the leap frop technique 
(aerials eradicate artillery, Titans 
manhandle laser towers, Infantry 
pummel Tick Tanks, and we all go 
home happier soldiers) offers the 
greatest chance for success. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Survive The Storm 


Shore up defenses tightly 
around the Kodiak, Major. With a 
minuscule region for deployment, 
expected attacks will target quickly 
and decisively. Build extensive 
defensive structures to repel con- 


tinual assaults, assigning patrols 
around the base to pick off the Nod 
stragglers and wounded. Southern 
and eastern tiberium fields house 
stiff Nod resistance which must be 
subdued for the safety of those har- 
vesters. Even after securing a tiberi- 
um region, station a detachment 
near each one to combat small 
bands of roving attackers. Never 
completely deplete your credits— 
damaged buildings are inevitable 
given the voracity of the storm. 

The storm also stifles usage of 
radar, but MSAs make better eyes 
against stealth technology anyway. 
Ferocious defensive emplacements 
blanket every Nod installation: the 
game to play here is power. Starve 
them of their northern and south- 
ern power plants; otherwise, expect 
unsatisfactorily high casualties 
even should you survive. A solid 
detachment of five Titans holding 
the power plants under suppres- 
sion fire allows time for core forces 
to infiltrate and level key struc- 
tures. At all costs, take the con- 
struction yard down quickly to 
bring all suppression fire forces 
north down into the fray. 


From: Colonel James Handricks 
To: Major G. M. Reader 
Subject: Destroy Kane's Forces 


At this point, a medal and a 


Once aerial units finish off the near- 
by artillery, crush through this 
weak spot in the Nod base and 
avenge Hammerfest's razing. 


courtmartial seem entwined into 
your destiny. My misgivings about 
this surgical strike (despite your 
prior success, which | grudgingly 
| concede) have been properly doc- 
umented. Unofficially, I'll enlist 
| whatever means to bring your 
rebellious butt back alive, soldier. 
Space your buildings far apart in 
anticipation of certain chemical 
strikes. Capturing the western base 
expands your arsenal with much 
| needed Nod cycles and artillery 
units. Not that the military sanc- 
tions playing “chicken,” delaying 
the destruction of the ICBM missile 
lets your units sweep the surround- 
ing areas for potential threats. Once 
| destroyed, swing south and skirt 
the eastern edge of the second Nod 
outpost to avoid most Obelisks. 
Level the power supply and the 
construction yard, followed by the 
second ICBM. Finally, in preparation 
for the assault on the last ICBM (on 
the southwestern island of the 
| map), set up two MCVs on the north 
and south edges of the river. Swarm 
the island with hovercraft support- 
ed by artillery. Should you survive, 
Major (and believe it or not, | hope 
that you do), | suggest the employ- 
ment of our ion cannon technology 
as a final sizzling farewell to Kane’s 
quarters in the far east peninsula. 
Colonel James Handricks out. 
—Auzette Nikolai 


| "Knock knock knockin on Vega's 
| doowowoooorrrr. 


lon cannon strikes, while not necessary, make for a rousing fireworks display 
to emphatically announce your victory over Nod forces. 
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Mission 1: The Messiah Returns 
|, CABAL, assume you are as incom- 
petent as most humans. Therefore, 
your first objective is ridiculously 
simple. Simply build a refinery and 
place it in your base. There is tiberi- 
um to harvest north of your base. 

Now train some infantry. 
Hassan's pathetic guard will attack 
your base from time to time. When 
you have killed them all, your mis- 
sion is accomplished. 


Mission 2: Retaliation 

Build your base at your starting 
point. Build a strong, mixed offen- 
sive force, with an engineer. 

Take your offensive force north 
through the gap past the broken 
bridge, then east around the Mesa. 
Clear out the defenses, then bring 
your Engineer around. Send the 
engineer up the slope to the west 
and have him capture the TV station. 
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Optional Mission: Free the 
Rebel Commander 

Hassan’s base to the Northeast is 
too strong for a frontal attack. Find 


Command & Con 
Tiberian Sun 


THE GDI WILL BE ELIMINATED. FOLLOW THE INSTRUCTIONS 
below and you'll find certain victory. And you'll 
raise a little Kane on the way. 


the back door. 

South of your starting point is a 
lightly defended tunnel entrance 
Eliminate the few defenders and 
send everyone northeast through 
the tunnel. 

Shoot the trucks in Hassan's 
advance base to free the engi- 
neers. Have one of the engineers 
repair the broken bridge northeast 
of the base while the other cap- 
tures Hassan’s construction yard 
on the other side. 

The compound holding the rebel 
prisoners is at the south end of the 
main base. Destroy the laser 
guarding them, and return with 
them to your starting point. 


Mission 3: Destroy Hassan’s 
Temple 
Now is your chance to exact 
revenge on the traitor Hassan! 
Drive your force across the 
bridge and clear the defenses from 
the far side. Build your base and 
start tuming out plenty of tick 
tanks, attack buggies, and rocket 
infantry. When you have built up a 


decent-sized force, send it west апа 
destroy Hassan's base on that edg2 
of the map to slow down attacks. 
When you have a large force 
ready, repair the bridge to the 
northeast. Destroy the light resis- 
tance at the far end. Blast through 
the gate at the north end of the Баз? 
and follow the dirt road west to 
Hassan's temple. Destroy the two 
lasers defending the temple pyra- 
mid, and then blast the temple itsel*. 


Optional Mission: Blackout 
Kane lives! 

When the storm hits, eliminate 
the now-helpless MLRS hover 
tanks. Then move all your units, 
including the MCV, east across the 
intact bridge. Begin building 
your base here. As long as you 
keep all your buildings east of the 
bridge, the GDI fools will not 
detect your presence. 

Build a strong mixed offensive 
force and have all the units rally at 
the base of the broken bridge at 
the east end of the map. When you 
have a large force built up repair 


[top left] Hassan’s “Elite Guard” are 
really pushovers. 


[top right] Use waypoints to bring 
reinforcements to the objective. 
[above] In the "Blackout" mission, 


build your base out of the GDI’s 
sight and mind. 


[left] You're often at a firepower dis- 
advantage. Use stealth instead of 
force in those situations. 


| the bridge. Drive your force across 
| the bridge, sweeping away the 

| light resistance on the far side. 

| Continue northwest into the GDI 

| camp, destroying the defenders 

| along the way. 


Destroy the cliff face to the west. 


| Go down the slope and destroy the 
| radar installation. 


| Mission 4: Eviction Notice 


Build your base at the starting 
point. There is plentiful tiberium in 
the gap between the mesas to the 
north. Build a strong offensive 
force with plenty of Tick Tanks. 
Have your force rally at the north 
end of the gap. 

The GDI scum will attempt to 
sneak an APC down through the 
gap. Destroy it at all costs! It is 
loaded with engineers who will 
capture your base if it gets through. 

Scout out the city to the east of 
the GDI base. Lay down waypoints 
from your rally point through the 
city, as it provides an undefended 
back door into the GDI base. 

Send your force through the 
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This tiny force is best advised to 
leave that base gate alone! 


base destroying the opposition as 
you go. Uncover the NOD temple in 
the northwest corner of the map. 


Mission 5: Salvage Operation 
First, eliminate the few GDI infantry 
units in the station area, then take 
your small party north. Watch out 
for wandering GDI patrols! You 
lack the firepower to take on even 
a pair of Titans. North of your 
starting point you will find a pair 
of bridges. Proceed across the 
Western bridge 

There will be a single Titan at 
the other side of the bridge. You 
have enough strength to take it 
out, and you must do so or it will 
kill your engineers (one of whom 
must survive for now). Now follow 
the railroad track east then north 
After you turn to the north, you will 
encounter two Wolverines. Destroy 
both of them. 

Do not approach the GDI base 
gate. Instead, go down the s 
and leave the railroad track 
heading east by southeast, 
bypassing the small town in 
northeast corner of the map to 
the south. Send one engineer 
down the slope into the Serin 
ship. He will report that Vega's 
men have removed the Tacitus 

Take the remainder of your 
party south by southwest. Just past 
the destroyed bridge, you will find 
a climbable slope to the south. This 
will provide your party a back door 
into Vega's base. Eliminate any of 
Vega's units that get in your way. 
but make absolutely sure that you 
kill the engineer heading for the 
bridge repair hut. If he repairs the 
bridge before the train is 
destroyed, the train will leave with 
the Tacitus! Now destroy the train 
and reclaim the Tacitus 


Get the Train: Option 1 
Do not bother with the station 
Umagon can be easily captured 
when she is already on her train 
Build your base right at the 
starting point . Build one engineer 
and then a good mix of offensive 
units. Station the engineer next to 


Many enemy installations have 
unprotected back doors. 


the repair hut for the broken 
bridge to the north, but do not 
repair it yet. Use your end of the 
bridge as a rallKeep turning out 
offensive units until | tell you that 
Umagon is on her way to the sta- 
tion and begin the ten-minute 
countdown. When the timer starts, 
have your engineer repair the 
bridge, and send your entire force 
across. Keeping going northwest 
through the town, then turn west. 

Eliminate the small GDI base you 
encounter just because it is there 
and it is in your way. Keep going 
west into the city. Eliminate all the 
defenses around the railroad track, 
especially the component towers 
Establish your force around the 
railroad track between the two 
tunnel entrances 

Small GDI forces will attack 
through the tunnels from time to 
time, so keep turning out offensive 
units as reinforcements. Lay down 
waypoints for them so that they 
can proceed right to your position 
on the tracks 

Now simply wait for the train 
and destroy the locomotive when 
it appears 


Mission 6: Sheep’s Clothing 

As your begin the mission, a few 
buildings in the CDI base are already 
under your control. Use the barracks 
to construct a few engineers and 
capture the remaining buildings, the 
construction yard first. 

Keep your NOD units in place as 
defense against the few roaming 
mutant units that might attack. The 
mutants must think that it is the GDI 
who have betrayed them! Build a 
good-sized force of six or eight 
Titans and a few Wolverines. Send 
them around the cliff wall to the 
east and then north to destroy the 
lightly-defended mutant base there. 

Meanwhile keep building anoth- 
er eight or ten Titans plus and 
amphibious APC and an engineer, 
Place the engineer in the APC and 
send it across the river by the bro- 
ken bridge to the north. The repair 
hut is on the far side of the bridge 
Have the engineer repair the 


Waypoints are also useful in directing units to the enemy's back door. 


Keep that bridge broken so the train stays put. 
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Umagon's welcome party. 


Mutant hunters in disguise. 


Framing the GDI. 


bridge. Send your Titan force 
across the bridge then east to the 
mutant camp. Have any survivors 
from your assault on the first camp. 
move west to join their attack. 


Optional Escort Mission 

With the Cyborg Commando in the 
lead, follow the dirt road to the 
east. Use the Cyborg Commando to 
clear out any opposition, but have 
the other units (except the engi- 
neers) come up to support him and 
draw some of the fire. 

Approach the broken bridge to 
the east very carefully. There are a 
Titan and a Hover Tank on the other 
side, and they could destroy the 
Commando if you are not careful 
Use all your offensive units to take 
them out, then have one of your 
engineers repair the bridge. 

Keep following the dirt road as it 
bends north, using the Cyborg 
Commando to clear out the meager 
opposition. Take the western fork 
in the road, which will lead you to 
the old NOD base. Now set your 
groups with the Cyborg Commando 
in the lead, the other offensive 
units next, and the bio-toxin trucks 
following at safe distance. 

Take the dirt road straight to the 
eastern edge of the map. Have the 
Cyborg Commando take out the 
Vulcan Cannon guarding the 
entrance to the staging area. Take 
the trucks through opening. 


Mission 7: Destroy the GDI 
Research Facility 

From your starting point, send the 
spy north through the city, until 
you uncover the hospital. At that 
point the mutant bands will start to 
join the spy. You still directly con- 
trol only the spy, but the mutants 
will follow his lead. 

Proceed west from the City 
along the cliff wall to the north 
Eliminate any GDI opposition that 
you encounter. When you find a 
tunnel leading northeast, elimi- 
nate any opposition at the tunnel 
entrance, then lead the mutants 
all the way through the tunnel. 
Destroy the opposition at the other 
end of the tunnel 

You'll now have some reinforce- 
ments, including an MCV, at the 
other end of the tunnel. Bring them 
through the tunnel, then up the 
slope to the north. Use your engi- 
neers to take over a couple of the 
buildings at the old base on the 
plateau above the tunnel, and start 
building the rest of your base. 

Build a large, mixed offensive 
force, but be sure to include sever- 
al Tick Tanks, artillery units and 
engineers. When your force is built 
up, send a lone cycle or Attack 
Buggy east along the cliff face at 


the southern edge of the map, stay- 


| ing out sight of the GDI units 
| guarding the entrance to their base. 


Eventually this scout unit will 


| uncover a small slope leading north 


behind the GDI's earthen barrier. 

Bring your offensive force up to 
this back door with your engineers 
following close behind. Drive hard 
into the base, concentrating on 
taking out the component towers, 
and defending Titans and 
Wolverines. Bring in your engineers 
and have them grab the barracks, 
the refinery and at least a couple of 
the tiberium silos. 

Make the barracks your primary, 
and train several more engineers. 
Capture the remaining silos. Build a 
new war factory and make that 
your primary as well. Build a NOD 
Tech Center and start manufactur- 
ing a large force of Devil’s Tongue 
tanks and a subterranean APC 

Send the Devil’s Tongues bur- 
rowing across the river and have 
them start blasting the GDI base 
defenses while the rest of your force 
takes the safe route through the 
tiberium field. When your force 
uncovers the center of the GDI base, 
send your engineers through in the 
APC, having them emerge right in 
the heart of the base. Quickly cap- 
ture the Construction Yard, the 
Barracks, and the GDI War Factory. 

The Research Facility is Northeast 
of the GDI base. Destroy the compo- 
nent towers protecting it, then start 
blasting the Research Facility with 
your tanks, Titans and artillery. 


Mission 8: Rescue Oxanna 
The Cyborg Commando and sup- 
porting units | have sent have 
blasted an opening in the south 
corner of Slavick's enclosure. Put 
Slavick, the Cyborg Commando and 
some of the infantry into the APC 
and send them south to join the 
other NOD units. Then send the APC 
back for the rest of the infantry. 
Move northeast, crossing the ice 
floe. Your Tick Tanks are too heavy 
to cross as a group. Send them 
across one tank at a time. Wait for 
the cracks in the ice to refreeze 
between each tank. Go east until 
you come to a dirt road. Follow the 
road south to the railroad tracks 
and a tunnel. Place your engineers 
in the APC. Send everything north- 
east through the tunnel. Destroy 
the defenses on the other side. 
Send your offensive units into 
the GDI base. Have the Cyborg 
Commando eliminate the base 
defenses, while the APC with the 
engineers emerges in the middle of 
the base between the barracks and 
the refinery. You have only two 
engineers and no funds as yet so 
you must use these two carefully. 
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Use one to capture the barracks, 
and place the other next to the 
refinery. Wait until the harvester 
returns to the refinery, then capture 
the refinery and harvester together. 
Now train some engineers and cap- 
ture the rest of the base buildings. 
Begin building a force of Titans. 

Follow the tracks from your base 
back through the tunnel to the GDI 
base where Oxanna is being held. 
Blast through the base with your 
Titans and the Cyborg Commando. 
Destroy the component tower 
guarding Oxanna's enclosure. Load 
Slavick and Oxanna in the APC and 
take them to the Orca southeast of 
the GDI base. 


Mission 9: Reestablish NOD 
Presence — Option 1 

From your starting point, drive 
straight through to the old NOD 
base in the northeast 

Establish your base here. You 
must pay constant attention to your 
Weed Eaters throughout the mission 
They must constantly eat the tiberi- 
um veins or they will destroy your 
base. Do not let the Weed Eaters 
wander off after they have trimmed 
the veins all the way down, because 
the veins will regenerate. 

Build strong defenses for this 
base to counter the constant GDI 
attacks from the west and south 
Build a strong offensive force of 
Devil's Tongue tanks. There is a 
weak GDI base to the northwest of 
your starting point. Use the Devil's 
Tongues and the now-familiar 
engineers in the APC maneuver to 
take this base. Then simply mop up 
the GDI units on the rest of the map. 


Mission 10: Destroy the 
Mammoth Mk. II Prototype 
Send the spy east, skirting the 
north edge of the tiberium field 
Continue east to the communica- 
tions center. Wait for the Titan to 
pass, then go in and get the 
Mammoth’s location 
Reinforcements will appear at your 
starting point. 

Build a base south of the 
Communications Center. Build 
strong defenses on the northern bor- 
der of the base. Build a /arge offen- 
sive force, including 15 to 20 Tick 
Tanks and about 10 artillery pieces. 

Sacrifice scout vehicles exposing 
the GDI base on the road to the 
north. With your large force, clear 
the component towers protecting the 
base interior and hit the Mammoth 
with everything you have. 


Mission 11: Capture Jake 
McNeil 

Put all three toxin soldiers and the 
rocket infantryman in the empty 
APC. Sneak all three APCs west. 


Disembark the rocket infantryman 
to destroy the cliff face and put 
him back in the APC. Keep moving 
west along the bottom of the map 
until you get to a slope down into 
the GDI base. 

Have the engineers capture the 
base structures while each toxin 
soldier takes out one defender. The 
structures will revert to GDI 
appearance. Capture Jake and get 
him and the soldiers into the APC 
and back to the starting point. 


Optional Mission: Pulling the 
Shark’s Teeth 

Go north along the west edge of the 
cliff. Kill the GDI infantry you 
encounter. Destroy the cliff wall to 
the north. Send the spy into the com- 
munications center for the first code. 

Destroy the cliff wall to the east 
of the Mobile Sensor Array and go 
up to the north edge of the map. 
Go east to the communications 
center and have the spy get the 
second code. Avoid the defenses to 
the southeast. 

Destroy the cliff face to the east. Go 
southeast to a group of crates, then 
destroy another cliff wall to the south. 
Send the spy into the third Comm. 
Center there for the final code 

Со west of the second Comm 
Center, then follow the southern 
branch of the dirt road. Avoid the 
GDI patrols. The APC is south of the 
Mobile Sensor Array. 


Mission 12: A New Beginning 
Destroy all СО! units at the starting 
point. Capture the Firestorm 
Generator and sell if for funds. Start 
your base, including one refinery. 
Station an engineer to capture the 
second refinery to the north as soon 
as its repaired. Build a large offen- 
sive force with many tanks and 
artillery. Build a Temple of NOD and 
create the Cyborg Commando. 

The ICBM base closest to you can 
be left for last. Sacrifice your 
expendable scouts by placing them 
on the bridges leading to the ICBM 
bases in the northwest and east. 
GDI will blow the bridges, cutting 
off their own reinforcements. 

When your large force is ready, 
have an engineer repair the bridge 
leading to the northwestern ICBM 
base. Attack in strength, using the 
lon Cannon from the optional mis- 
sion and Cyborg Commando with 
your tanks and artillery. When the 
base is yours, move the first ICBM 
into position. 

Use another large force to take 
the eastern ICBM base and position 
that missile. The base closest to 
your starting point will then be 
easy picking. Position the third 
missile and Kane's vision is ful- 
filled! —/ason Levine 
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Watch out for thin ісе! 


The APC full of engineers is the preferred NOD base-capturing method. 
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NOD Devil's Tongues take flaming to a new level. 


Command & Conquer: 
Tiberian Sun 


THE PROBLEM WITH INTERNET GAMING IS THAT STRONG PLAYERS OFTEN PREY UPON 
the inexperienced. It may be hard at first, but it sure feels great to finally smash 


Blowing up bridges not only stops the enemy attack, it's darn entertaining. 


that 10-year old wonderboy that has been taunting people all week. With these 
tips and some practice, even new players should be able to silence the most 


brutal of opponents. 


Wonderboy into wonderbread 
Imagine you've just started a game 
against an RTS wunderkind. As soon 
as you're in, take whatever units 
you start with and send them off to 
scout as much of the map as you 
can early on; it's worth sacrificing a 
few cheap units to get a view of the 
enemy base. Build a barracks before 
the you start the tiberium refinery. 
This allows you to supplement your 
scouting force early. 

Many of the maps in Tiberian 
Sun are huge, giving you time 
before the first attack. Don't waste 
this time building vehicles that will 
just sit there for several minutes. 
Instead, increase your income by 
getting more harvesters running. 
After your tiberium refinery is fin- 
ished, build a war factory, and 
then immediately build another 
harvester. Once your basic build- 
ings are up, build another tiberium 
refinery. In the long run, get six to 


eight harvesters running out of 
three or four refineries. The surest 
way to win а game is to outpro- 
duce the enemy. 

While managing your income, 
continue building your base. Here 
we find a new quirk: multiple fac- 
tories do not decrease build time 
for units. This has serious implica- 
tions in game play. There is no 
point in building more than one of 
any factory as long as you can 
defend that one. Also, if you have 
more than enough income to keep 
your war factory running full blast, 
build other aircraft or infantry to 
supplement your main force. 

Regarding base defense, don't 
go overboard with stationary 
weapons. Defensive structures create 
more carnage for your credit than 
mobile units, but the player that has 
nothing but defense won't win 
many games. The source of income 
is outside of the base, and it takes a 


lot of towers to protect a tiberium 
field. The weak link is the harvester. 

Since the harvester is where play- 
ers are most vulnerable, attack it. If 
you can cut off your opponent's 
income and protect your own, vic- 
tory is only a matter of time. Оп а 
large map, build an air force or fast 
vehicles to do raids. Even if you lose 
2,000 credits’ worth of units to take 
one out, it is worth it. 

While these strategies are great 
most of the time, Westwood throws 
us off with the “Harvester Truce” 
option, which renders our tiberium 
mining friends invulnerable. With 
harvester hunting out, the focus of 
attack turns to the enemy base; this 
is where defense takes center stage 
In a long game, play defensively, 
build a ton of harvesters and put 


| together a force so large that the 


enemy base will seem like nothing 
but a glorified speed bumb. 
Remember that this only works with 


invincible harvesters; in all other 
games, think offense first. 


On the offensive 

Now we move to the attacking por- 
tion of our program. First, remem- 
ber to consider force composition. 
Don't blindly build only Titans, or 
you'll be destroyed by airstrikes or 
a mob of cyborgs. Watch what the 
enemy is building (you did scout 
its base early on, right?) and con- 
struct a force to counter it. If the 
enemy has many vehicles, build 
units with rockets or cannons. If 
infantry is the bulk of his force, 
machine guns and flamethrowers 
are more effective. 

Infantry make a great supple- 
ment to vehicles and they can be 
quite effective when used properly. 
GDI jump jet infantry and NOD 
cyborgs can avoid being run over 
by enemy tanks, a weakness that 


| made troops in Red Alert practically 


useless. They are great for swarm- 
ing defensive structures—they are 
cheap enough to easily overwhelm 
that pesky Obelisk of Light that 
keeps blowing up your vehicles. 
Probably the most notorious 
strategy in multiplayer Tiberian 
Sun is the dreaded engineer rush. 
With transports faster than 
speeding bullets and engineers 
that can take over buildings ina 
single bound, the easiest way to 
win a game is to capture the 
enemy construction yard along 
and other key buildings. So fill 
an APC with engineers as soon as 
you can and send it to the enemy 
base. If you are playing NOD ona 
big map, move up the technolo- 
gy ladder quickly and send ina 
subterranean APC. Your main tar- 
get should be the construction 
yard, but try to grab other key 
buildings, too. If you can get all 
of their tiberium refineries, the 
game is over. If not, go for the 
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An engineer rush with and an Obelisk of Light can make a long game short. 


war factory. Another option when 
engineer rushing is to have a 
powerful defensive structure, 
such as the Obelisk of Light, 
already built when you attack. As 
soon as you capture a building, 
place the obelisk next door, and 
enjoy the show as it destroys the 
enemy base. 

Fortunately, there are ways to 
counter roving swarms of engi- 
neers. A few strategically placed 
vulcan cannons can save the game. 
To be safe, though, consider build- 
ing a wall around your construc- 
tion yard. The NOD laser fence is 
great for this; you only need four 
towers. Also, a couple of well- 
placed slabs of concrete to keep 
units from surfacing right next to 
key buildings is a good idea. Build 
a couple engineers and have them 
stand near your construction yard 
If an enemy captures it, immedi- 
ately send your engineer in and 
reclaim it. The easiest way to stop 
an engineer rush is to see it com- 
ing. Keep an eye on what your 
opponent is building. If you see a 
NOD player with advanced build- 
ings but few units, you can antici- 
pate an engineer raid and prepare 
for it. The player making the rush is 
taking a big chance. If it fails, a lot 
of time and money was lost with no 
benefit. If you do defeat such a 
raid, put together a counterattack 
quickly; don't give your opponent 
a chance to recoup the lost time. 


Some tactical notes 

Now that we've covered general 
strategy, let's take a look at NOD 
tactics. In a head-to-head battle 
NOD forces are at a disadvantage. 
They have no counter to the Titan, 
the backbone of the GDI force. NOD 
players should try to avoid head- 
on battles with GDI enemies 
Instead, use the speed and stealth 
of your units to attack and retreat 


What NOD lacks in brute force is 
more than made up for with tech- 
nologies, so take advantage of 
them. You should move up the 
technology ladder quickly, and 
stay away from early engage- 
ments. Once advanced units and 
buildings are available, a GDI 
opponent will have little chance. 

The underground units are dev- 
astating. Use them to pop up and 
pick off a harvester, then slip away. 
Also, cyborgs can be extremely 
powerful. Unlike other infantry 
units, cyborgs can't be run over by 
vehicles. If your opponent is build- 
ing units that do not have good 
anti-infantry weapons, fill a couple 
transports with cyborgs and attack 
enemy harvesters or a poorly 
defended building. 

As GDI you should seek a 
straight-ahead fight. In a battle of 
brute force, your units are simply 
more cost-effective than their NOD 
counterparts. If playing against 
NOD, build a sizeable force and 
carry the fight to the enemy. On 
some small maps, there is only one 
tiberium field near the enemy 
base. Send your units and lay 
seige, cutting off the enemy 
income. The majority of your force 
should be Titans, but be sure to 
have other units for anti-air sup- 
port. A weakness for GDI is the lack 
of an effective anti-aircraft vehicle 
besides the MLRS, which is over- 
priced and under-armored. Also, 
be sure to build several mobile 
sensor arrays to warn you of 
underground units 

In the end, the vast majority of 
games are won either by quick 
rushes or simple outproduction of 
the enemy. Keep your eyes set on 
these goals; the above strategies 
are merely means of achieving it. 
Now get out there and show those 
quick-reflexed kids some deadly 
strategy. —Ryan Brush 


Harvesters are great target practice for your missile bikes. 
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A small party, camping outside a known 


dervish hangout. 


want to travel with you. 


Of course, as anyone who has 
played a lot of the arcade classic 
Gauntlet can tell you, getting a 
group of people together in one 
place is easy. Getting them to work 
as a team is a bit harder. 


Have a Party 

Every party has a common goal: 
mug monsters and take away their 
loot. What could be simpler? The 
problem is that getting a half- 


dozen caffeine-addled teenagers to | 


act with a sense of organization 
and common purpose can be a real 
bother. Sometimes, a strong voice 
will have to cut through the chatter 
and give everyone a direction. 
And, sometimes, that voice will 
have to come from you. 

When your party is formed, the 
first thing you will probably do is 
figure out what you're going to 
hunt. Sometimes you will roam the 
wildemess looking for loose prey 


Parties often huddle together for safety after dark. 


(wisps are popular, as are orcs and 
madmen). Sometimes, you will 
camp out by a place where good 
monsters respawn on a regular 
basis, like a camp (dervish or orc or 
goblin), or a set of ruins, or even 
the infamous chessboard. 

Once you've established your 
common goal, you will generally 
either run to where you're going to 
camp or start hunting the landscape. 
Camping is easier. You just sit by the 
camp and wait. When a new monster 
appears, someone will consider it 
and you'll discuss whether you're 
ready to take it. When you're rested, 
you'll kill it, loot, and repeat until 
you're rich and strong. 

Camping is frowned upon by 
some, but I love it. First, it's safe 
and efficient. You spend a lot more 
time gaining experience and less 
time searching for prey and 
corpse-hunting. Second, it's fun. 
And third, it gives you time to 


A full group of six characters. Always watch those 


life bars, to find out how your party is doing. 


Getting Started In Everquest 


Part 2: Playing Well with Others 


WHEN YOU FIRST START PLAYING EVERQUEST, YOU MAY WORRY ABOUT WHETHER 
you'll be able to join any parties. After all, what if you don't have any friends 
who are playing the game? How will you find someone with whom you can get 
together and beat things up? 

You needn't worry. Getting into a party in Everquest is very easy. Once you 
enter a fairly well-populated area, you will hear constant cries of "L8 fighter 
looking for party" or "We need a cleric to go mummy hunting." If nobody is 
looking for someone for their party, you simply have to shout "I'm a [whatever] 
looking to start a party. Anyone interested?" Odds are, plenty of people will 


socialize or role-play while waiting 
for the next monster to arrive. 

On the other hand, sometimes the 
best monsters don't spend their 
time waiting for you, all wrapped 
up in a nice, neat package. Then 
you need to hunt for them. There are 
generally two ways to do this. The 
first way is to pick a leader and have 
that leader run around, zig-zagging 
over the terrain, looking for some- 
thing to fight while everyone else in 
the party follows right behind. This 
has the advantage that, when you 
find a foe, everyone is right there 
and ready to go. However, there are 
several disadvantages to this tech- 
nique. First, it's easy to lose people 
in the chain, especially when it's 
dark or there's a lot of lag. Second, 
when you're running around, you 
can't rest and meditate. 

Thus, a much more popular 
hunting technique is to pick some- 
one to lure enemies. Everyone in 


Multiple groups will often take turns 
fighting at popular hang-outs. 


the party sits in one easily locat- 


| able spot (usually near a zone bor- 
| der, in case of trouble). One person 


runs around looking for a monster. 
Everyone else rests/meditates/chats. 
When the luring character finds 
something good, he or she hits it 


| once, says to the party 


"Incoming!" and runs back to 
them. Carnage ensues. Then the 
lure goes out again. Repeat until 


| you're rich and strong. 


This is a really great technique, 


| and comes highly recommended. 
|. Of course, both of these fighting 


methods depend on some party 


| common sense and self-control. 


Remember, Everquest is still very 


| hard. It doesn't take much to make 
| everything go horribly wrong... 


How To Escape A 
Dysfunctional Party 


| Everquest is a very efficient game. 
| It's fully capable of slaying a full 
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party just as quickly as a lone char- 
acter. All it takes is one mistake. 

Sometimes, the party you're in 
just won't work out. The people will 
be too confused, or they'll start to do 
dumb things. When this happens, 
you may need to hit the Disband 
button and look for a new group 

One thing to watch out for is fol- 
lowing your group into an unfamil- 
iar area. When someone insists on 
leading the entire group hunting in 
wilderness you aren't familiar with, 
be very careful. If you get killed, 
you will have a hard time finding 
your corpse. Don't be afraid to ask 
people to stop occasionally so you 
can get your bearings 

Even worse, some people get so 
overconfident when they're in а 
group that they will attack just 
about anything. Beware! Here's an 
anecdote. Once, three others and | 
were camping outside an empty 
dervish camp. Several huge 
dervishes appeared, all at once. I 


zero while you flee to safety can be 
very satisfying. As the sole sur- 
vivor, | made sure to take credit 
afterwards for luring several of the 
dervishes away. As they thanked 
me, my cursor edged ever closer to 
the Disband button 

Oh, and one more thing. When 
your party has to rest, always back 
away to a safer area, perhaps near а 
zone boundary, before everyone sits 
down and shuts their eyes. To do oth- 
erwise is to invite an ambush from 
every nasty passing monster, exactly 
when you're least able to handle it. 


What About Treasure? 

Most parties take turns looting 
monsters, generally in alphabetical 
order. Thus, Andrew will loot the 
first monster killed, Basil the sec- 
ond, and so on. (For this reason, 
Andros is generally a better name 
for your character than Zandar.) If 
your monster is empty, you're out 
of luck. Wait for your next tum. 


boy scout. Be friendly and helpful 
and generous and kind and carry 
your share of the weight. There's a 
very good reason to do this. When 
you start a play session, the sooner 
a party takes you in, the sooner 
you can start to get experience and 
loot. If people know you, like you, 
and will vouch for you, you can get 
in the best parties very quickly. 

This doesn't mean that you 
should that you should do a banzai 
suicide charge and completely 
unload on every monster your 
party fights. This means that you 
should play careful and smart. 

In general, you want to make 
sure that damage and spell point 
use is distributed evenly through- 
out the party. If five party mem- 
bers each take 20 points of dam- 
age, you'll be able to heal up to 
full health faster than if one person 
takes 100 points of damage. If, ina 
fight, you're taking a huge amount 
of punishment and nobody else is, 
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two, and jump out again. This dis- 
tracts the monster so that your tanks 
can be more effective. 
If they're role-players, role-play. 
If they're not, don't get all pissy 
| because they don't want to have a 
pretend conversation about goings- 
on in the Shire. 
If you have a pet (as magicians and 
necromancers often do), please, for 
the love of God, leam how to control it. 
Find the section on pets (later on) and 
memorize it. Remember, the only 
thing your pet loves more than getting 
you killed is getting the rest of your 
| party killed too. 
| Finally, a very important fact 
| which a surprising number of peo- 
ple don't know: if there is too much 
of a difference in the levels in your 
party (a difference of 4 at lower lev- 
els), when your party kills things, 
the lowest level people won't get 
experience. Don't even bother to try 
to form parties with people much 

| stronger (or weaker) then you. It will 


[top row left to right] When enough party members quit and depart, it's time to consider leaving before you get killed; Ah, the wonder of a full party; Nothing tanks 
like an ogre; More party members means more pets. 
[bottom row left to right] Only a very strong party can fight a giant...; ...but sometimes they win; In a dangerous area, rest up on cliffs; The infamous chessboard. 


saw that they would be more than 
able to finish us off. My fellow 
party members quickly talked 
themselves into attacking. Before I 
had time to type "Stop! We need to 
get help!" they charged. Being a 
magician, | sent up my pet ele- 
mental and fired off a few spells, 
trying to ignore the sinking feeling 
Watching your fighters get 
carved into bits, one by one, ina 
very short period of time, is not an 
experience | can highly recom- 
mend. On the other hand, watching 
their health bars rapidly drop to 


You can also use the /autosplit 
command to split any coins you find 
among the party. Do this... it's very 
social. Almost everyone does this. 

When hunting one monster 
which generally has very good loot 
(like wisps), some parties keep 
track of two looting orders, one for 
the good monster and one for all 
others. In general, it's hard to keep 
all this in memory, but people 
manage somehow. 


Be Helpful! 
Once you're in a party, be a regular 


back out for a little while. Similarly, 
if you're a wizard, don't use up all 
your spell points unless you have 
to. Your fellow party members 
won't appreciate always having to 
wait for you to recover. 

If you can magically make food, 
water, and bandages, offer them to 
your party. If you can bless them or 
give them other magical bonuses, 
do so. Share the loot evenly. 

If you play a spell-caster, a great 
way to make people love you is to 
occasionally jump into combat with 
your little weapon, absorb a blow or 


| waste everyone's time. 
Once you know where to find 

| things to fight, people to fight 
them with, and techniques for get- 
ting away from stuff which is too 
tough to fight, you're ready to 
ascend to the heights of 
Everquestdom. Of course, that 
doesn't mean there's nothing else 
to learn. There are lots of less obvi- 
| ous features and opportunities. 
| 
| Skills 

When building your character's 

skills, they sky is the limit. Your 
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skills start at the level of Awful, 
but, with hard work, you can even- 
tually raise them to Feeble or Very 
Bad, or, someday, even You Suck 
Somewhat unhelpful skill level 
descriptions aside, you need to 
make sure to spend lots of time 
increasing your prowess in key 
abilities. Each of your skills has a 
maximum level, usually five, plus 
five times your level. Once you gain 
a level, you can raise a skill by 
using it. Being attacked by mon- 
sters makes you better at Defense. 
Making arrows makes you better at 
Fletching. When you have lots of 
downtime (like at night), pick a 
task and do it again and again. If 
you have a Level One Divination 


It is still undetermined how good 
craft skills (like Pottery) are. Some 
(like Brewing) are bad, while some 
are much better. | recently met 
someone who claimed he could 
make 20-30 platinum an hour mak- 
ing and selling large bowls. When 
you have a lot of money to burn, 
using it to leam a trade skill might 
be worth it. Before you bother, 
though, I'd suggest training up to 
at least level 10 in your chosen skill. 


Pets 

Whether or not pets are a good idea 
is one of the most controversial tac- 
tical arguments in the world of 
Everquest. On one hand, pets drain 
experience and have a nasty habit 


can be made in a moment. And, 
when you have to solo, you can 
always be in a party of two. 

Don't be dumb, though. Assign 
quick keys to the commands "/pet 
back off”, "/pet follow", and "/pet 
attack". When you're wandering 
around, use the Back Off key fre- 
quently to make sure that the pet 
doesn't attack anything you don't 
want it to. Remember... your pet 


| wants to get you killed. Don't let it 


Finally, in case you were won- 
dering, the air and earth elemen- 
tals are usually the best for general 
purpose adventuring 


Don't Be A Jerk 
The title of this section says it all. 


Nobody knows where you are! Say 
"Help me! At the northem Orc camp!!!” 
instead. Or just be quiet and die with 
dignity. Everquest players should do a 
lot more dying with dignity. 

If you're camping outside a good 
location and another party approach- 
es, share the monsters with them. And 
never, ever, steal the corpses 

When a monster dies, the player 
who hurt it the most gets the expe- 
rience. If you see someone in a 
tough fight with a Giant Spider and 
they seem like they need help, 
don't just jump in. Ask first. (By the 
way, if you see a player in trouble, 
killing the attacking monster is a 
way to make a friend for life.) 

Loudly and repeatedly challenging 


[top row left to right ГА pet earth elemental; A mage and a pet take a monster from both ends; Inside Crushbone, one of the most popular dungeons. 
[bottom row left to right] Although this is inside a dungeon, you can still see the sky; A gate inside Crushbone. All the guards have been killed; This is a good place to 


use Sense Heading. Again and again. 


spell, cast it repeatedly. If you can 

fish, hang out by a lake. Eventually, 
the paltry five skill points you gain 

at each level won't be needed. 

One of the best skills to increase 
is Sense Heading. Assign it to one of 
your quick keys and hit it again 
and again while you travel. 
Eventually, even a human or Erudite 
can reliably determine facing, and, 
when monsters are chasing you 
through the wildemess, this can 
save your life. 


of getting you into fights you'd 
have been much better off avoid- 
ing. On the other hand, a pet is a 
tank that will gladly kill itself pro- 
tecting you. 

Hàving played a Magician for 
most of my Everquest time, | come 
down very strongly on the pro-pet 
side. | have saved entire parties by 
sending up a pet to delay a serious- 
ly deadly monster that they weren't 
ready to handle. If your best tank 
leaves your party, no problem. One 


Don't be a jerk. Everquest players 
have surprisingly long memories. If 
you're obnoxious, the next time you 
shout "Anyone have room in their 
party?" someone else may shout 
"Don't take him! He's a jerk!" and I 
can guarantee a much less produc- 
tive game session. 

Don't shout much. And, when you 
do shout, don't shout obscenities. 
Also, if a monster is trashing you and 
you need assistance, don't just shout 
"Help me!" Zones are big places. 


| 
| 


someone to a duel (by shouting, of 
course) is a great way to make people 
think that you're an idiot. So is nam- 
ing your character after a rapper 
(SlimShady, you know who you are). 

Of course, this is not all to say 
that you can't ever act nasty. Role- 
playing an evil character can be a 
lot of fun. Just don't tick people off 
so much that they will keep you 
from making progress. This advice 
is for your own good, not theirs. 

| myself tend to be pretty mis- 


chievous when | play. When a new- 
bie shouts out asking for advice, | 
have been known to shout back “Just 
left-click on a guard and type ‘a’ for 
advice." (If you don't know why this 
may not be the best idea, try it. You 
will see a very pretty thing.) And I 
once had an entire party believing 
that, if they just went to the right 
place, they could leam Energy 
Weapons skill. And | love going to the 
halfling city and shouting "Why is 
everyone so short? Is it a bug?" So 
don't be a total Boy Scout. But do 
leam what crossing the line is 


Dungeons and Quests 
Running around outdoors gets old 
after a while. Eventually, you'll 


ers will probably be more than 
happy to direct you there. Joining a 
party in a dungeon works the same 
way as on the surface. Go inside 
and shout. If someone wants your 
help, they'll let you know. 

There is one special strategy 
consideration for dungeons. When 
you've passed through several 
rooms, remember that monsters are 
respawning behind you as you 
progress. If you ever get in trouble 
and need to reach the surface, you 
will have to pass through a pile of 
creatures to get there. In general, 
don't go past a room until you feel 
that you can beat the stuff in there 
with very little trouble. 

Another way to get extra excite- 


ranean places where you can find 
keys and use them to free slaves. 
The experience reward for doing so 
makes it more than worth the trouble. 


Warnings and Trains 

When you see a nasty monster 
heading someplace where unsus- 
pecting players hang out (like a 
Madman running towards an inn), 
you might want to consider shout- 
ing out a warning. For example, 
"There's a giant by the zone to 
Freeport." This can be very helpful, 
especially at night. 

Along those lines, you should 
probably know what a train is. 
Suppose, for example, that Bob is 
wandering around looking for 


Stormhorener tels you, Thati be 1 platinum 9 goid 3 siver 


Alerury 
6 copper for the Quiver. 


Slocmhemner tets you, Thaf be 1 pletnum 2 gok 9 siver 


Alenury 
1 соррег for the Fietching KE. 
Stonmhammer 


tels you, That be 5 silver 2 copper рег 


‘Small Groove Nocks' 
Alanury Stormharmmer: 


tels you, That be 1 siver 9 copper per 
Nocte 


the Great Unknown by a train fol- 
lowing some other poor fellow. 

If you see a train, it's very polite 
to shout out "Train!" (You can be 
more specific, of course.) And, if 
someone shouts "Train!" stop, 
drop, and roll. That was probably 
your last warning. Trains have a 
nasty tendency to travel to places 
where people usually hang out 


A Final Note 
Everquest is far more fun than it has 
a right to be, and it’s deadly addic- 
tive. So, one last bit of advice before 
| go back in. 

When it's late at night, and you're 
close to leveling up, and you just 
have to kill one more monster, and 


[top row left to right] This random guy on the street wants to hire you; A chance to buy the tools to start Fletching; Awful. Awful. Awful. Awful. Boy, | stink. 
[bottom row left to right] You can practice Swimming even in small pools like this; Nice place to practice Fishing; Supplies to start making jewelry. 


want to go where the real actions 
Underground. 

Dungeons are like the outdoors, 
only more so. In the subterranean 
tunnels, you will find more mon- 
sters, which are tougher and 
respawn faster. Taking a party into 
a dungeon is as fun a time as you 
will usually have in Everquest. It is 
quite a frenzy down there. 

To find a dungeon, ask around. 
There tends to be one for every few 
outdoor sections. Your fellow play- 


ment is to take quests. Quests have 
had a bad name in Everquest so far. 
There weren't many of them, they 
were buggy, and the rewards were 
mediocre. This situation is changing, 
however. More quests go online all 
the time, and some of them are very 
interesting. When you meet people 
in towns who aren't shopkeepers or 
trainers, hail them and find out 
what they have to say. 

Also, some dungeons have little 
mini-quests. I've heard of subter- 


gnolls. Cresting over the top of a 
hill, he runs into three of them. He 
runs. They follow. While fleeing, Bob 
then comes across a puma, and then 
a lioness. They join in the chase. 

Bob is now at the head of what is 
known, in Everquest parlance, as a 
train. Rhymes with pain. It's a chain 
of angry monsters, usually far too 
tough for the average player to 
handle, following someone towards 
an inn or zone. Needless to say, 
many characters have been sent to 


then one more, and then hey, there's 
à dungeon there, and so on, figure 
out the latest possible time that you 
can afford to go to bed, and then 
quit a half an hour before that. 

Because if you absolutely have 
to be in bed by 4 AM, then, as sure 
as God made little green apples, 
you will be killed by orcs at 3:45. 
Enjoy your hour-long corpse hunt, 
insomnia-boy. 

Luck to you in your travels, and 
see you in Bristlebane. — Jeff Vogel 
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This hard to notice door leads to the flaming sword. 


Drakan: Order of the Flame 


A dragon fl 


YOUR FIRST ORDER OF BUSINESS IN COMPLETING RYNN’S QUEST IS TO GET INTO THE 
basement of a nearby tavern, where the old guy has left the key to his house. The 
easiest way to get there is by swimming. Slide down to the water and swim along 
the coast, picking up loot as you go. Look for a tunnel, which will lead under- 
neath the tavern. You can open the gates by pulling nearby levers. Find the key 


and emerge. Go to Atimar’s house and get the book. 


Go to the temple and “use” the 
empty bookstand to place the book 
on it. Descend the stairway and 
enjoy the background historical 
information. Keep heading down 
the passage, dodging swinging 
blades as you go. You will find a 
sarcophagus with a soul crystal on 
it; to reach it push the nearby stat- 
ue onto a pressure plate, then step 
on the other pressure plates around 
the room. Grab the soul crystal and 
descend the stairs. 


Getting Out of the Mountains 
Fight your way east. When you find 
a chasm with a dead tree by it hit 
the tree several times to make it fall 
and bridge the chasm. There area 


number of hidden treasures along 
the way, so keep an eye open for 
side passages and ledges. 
Eventually you will find a cave at 
the southeast corner of the level. 
In this cave you will need to use 
a combination of jumping and 
crouching to pass some swinging 
blades. Die several times, then 
jump over the crumbling chasm 
Finally, you will find a place where 
you can use your soul crystal to 


make Arokh appear. 


Talk to the old man in the house, 


| get his key, and go to the spider 
| cave (behind the house). In the 


cave, you will find a suit of armor, 
à bow, and some arrows. Find a 


| place where an explosive barrel 


rests on one end of a board. Jump 
on the other end of the board to 
destroy the spider nest, find your 
way out, and speak with the old 
man. Fly Arokh down the valley— 
high up on your left you will find a 
passage. Inside, you will find more 
useful items and a powerful flam- 
ing sword. You don't have to get it 
to win the game, but it's a very 
powerful weapon. 

Fly past the huge, locked gate 
leading to the troll caves. At the far 
end of the valley, you will find a 
cave containing a number of nasty 
Wartoks (arrows are your friends), 
several good weapons, and the key 
to the troll caves. Return to the 
door by the huge gate and unlock 


it. Several times, you will have to 
walk through a small door, fight 
some humanoids, and pull a lever 
to open a gate so that Arokh can 
pass and, soon afterwards, be 
blocked by another gate. 
Eventually you will emerge in 
another valley. Search the burned- 
out houses until you find a dying 
man. Fail to offer the poor fellow 
any of your healing potions, accept 


| his tips, and then leave him to die. 


Continue on to the waterfall. Fly 


, upwards until you find a snowy 


ledge with a small tunnel leading 


| into the cliff face (it’s to the right of 


the waterfall). Inside you will find a 


| large drill. Search the tunnels for the 
|. drill's power crystal, then retur to 
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Slide into the water to find your way into the tavern. 


the drill and use it. The drill will roar 
to life, destroying a wall and letting 
you through. On the other side is a 
long passage. Find a lever that opens 
a huge gate, giving you access to 
Arokh and a nasty enemy dragon. Fly 
quickly to an open area and dispatch 
your foe (circle strafing helps a lot). 
A large crystal will appear; grab it 
and fly into the mines. 

Move to the T-intersection and 
go left. You will see a prisoner get 
killed, get some information, and 
find several enemies and some 
useful loot. Return to Arokh and 
head the other way. Soon a gate 
will close in front of you, and you 
will have to proceed for some time 
on foot. Eventually you will climb 
several ladders to the top of a 
tower, jump past some swinging 
metal balls, jump from the spire to 
a tunnel, and pull a lever to acti- 
vate an elevator. This elevator will 
enable to you reach the northern 
section of the mines. 

You're trying to find your way 
to the square room at the center of 
the top edge of the map. When you 
reach this room, you will find a key 
on a pedestal. Take the key, and a 
Crimson Knight will appear and 
harm you terribly. Use magical or 
explosive arrows to slay this fellow, 
or burn a lot of healing potions 
while chopping away. Return the 
way you came. 

In one of the open areas on the 
way back you will see a giant 
killing several orcs. If you run 
behind it and start chopping on it 
immediately, it will ignore you 
while it kills the orcs. If you kill it 
before it kills the last orc, the orc 
will obligingly explode on its own. 

Moving south, you need to pass a 
large open area with a number of 
Wartoks and an enemy dragon. Run 
past the enemies (an invisibility 
potion is incredibly useful here; you 
can also slide down short cliffs to 


save time), find the lever that opens 
a gate and gets Arokh back, and 
then kill everything in the clearing. 

At the west side of this clearing, 
you will find the gate that fits your 
key. Leave Arokh behind (yet 
again) and enter the tunnel. Turn 
on the large crushing machine. 
Climb the nearby ramp and jump 
across the crushing weights to the 
corridor on the other side. 

Soon you will find a cave with a 
huge suspended chunk of 
Grimstone. To destroy the mine you 
need to pull the levers on each of 
the four platforms around the big 
crystal. Jump on the nearest plat- 
form and use the wheel until you 
тізе to the height of the highest 
platform. Jump to it, pull its lever, 
jump to the first platform, pull its 
lever, and jump back to the ledge. 
Jump onto the other two platforms 
and pull their levers to release them. 
Jump back to the stone ledge and 
watch everything blow up. 
Maneuver down several long pas- 
sages, jumping chasms and dodg- 
ing rocks as you go, and find Arokh. 
Fly through the round gate in the 
large clearing to enter the next area. 

You will be їп а large, open, 
snowy cavern with several enemy 
dragons. From now on, most of the 
dragons you meet will leave heal- 
ing crystals in midair when you 
slay them. Kill the dragons and fly 
over to the closed circular gate 
There is a small passage to the left. 
Go through the small entry on foot 
and find the long ledge along a 
valley. Dodge the missiles thrown 
by the giant below as you walk 
along it. At the far end of the ledge 
you will find a place where you can 
slide down to the valley. 

Run back to the closed gate 
while evading an angry giant—it 
can't reach you when you're 
behind a tree. Run from tree to tree 
back to the gate and step on the 


Note the exploding barrel to the right. Don't hit these. 


Jump onto the empty end of the seesaw to blow up the spiders. 


The entrance to the Troll Caves. To find the key, keep traveling 
down the valley. 
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The secret entrance to the Grimstone Mines. Land up here. 


pressure plate to open it. Mount 
Arokh and kill the giant. 

Progress to a second gate. To 
open it you will need to land and 
climb a snowy path to the left. At 
the end of the path, you will find the 
lever which allows to you proceed. 
Look down from the ledge and you 
will see a valley you can slide down 
to. There’s some loot down there, 
guarded by a bunch of monsters. 

Pass the second gate and meet 
Werokh, a big nasty dragon boss. 
Your best bet is to flee back 


Exploring the Islands 
You arrive in an enormous watery 
area filled with islands, treasure, 
and enemies. Look around and 
you will be attacked by a savage 
cutscene, in which scantily 
dressed, creepy succubae tell you 
to go to the Ebon Fortress. It’s at 
the middle of the north edge of 
the map. 

Most of the islands and coves 
are unimportant side areas that 
contain a little bit of loot and a few 


The gigantic drill. Place the power crystal into it and this happens. 


through the second gate and 
ambush it when it comes through 
after you. Alternately, you may 
have better luck simply circle straf- 
ing it in the gate valley. After you 
kill it, grab the crystal and proceed 
through the gate. 


enemies. There's lots of healing 
potions, good arrows, and even a 
potion of invisibility out there. 
When exploring, you should also 
destroy all of the Grimstone 
Citadels. Deactivate them by 
destroying the green crystal at the 


top from a safe distance away. | 
When you're through exploring 
and looting, go to the Ebon Fortress | 
and meet Rimril. He is a friendly wiz- | 
ard who tells you to до a few things | 
and then later dies. It happens. | 
He sends you to the Goblin Base | 
at the northwest corner of the | 
area—fly there and enter on foot. 
Explore inside, descending several 
ladders. Eventually you will find a 
nasty blade trap. You will walk 
down a corridor and a pillar with 
swinging blades while swing in 
behind you. Run ahead to the 
alcove in the wall to the right, 
crouch, and roll in. When the pillar 
moves past you and then back, run 
to the end of the corridor. 
You will soon need to find a key 
to open a jail door. Explore the 
passages until you find it and 
return to the jail door. Shoot arrows 


You'll have to climb a lot of ladders 
to get through the mines. 


through the door to kill all of the 
goblins and unlock the door. Move 
through. You will come to a cham- 
ber with the Elemental Amulet on a 
pedestal and a cage suspended 
over it. This is a horrible deathtrap. 
If you push over a nearby pillar, it 
starts the cage swinging, enabling 
you to get the amulet. Another 
passageway will open up, enabling 
you to escape. | 
Оп the way out, you will find а 
passage with a dart trap. Push a 
nearby box ahead of you down the 
passage. Later on you will need to 
jump across three swinging plat- 
forms to reach the other side. 
Finally, you will find a lever that 
deactivates the trap under the lad- 
der leading out of the Goblin Base. | 
Leave and summon Arokh. | 
The Bell Hammer is in Alwarren, 
at the southwest corner of the 
island area. Go there and enter. 
After meeting Tuiri, fight your way 
to the east, killing lots of stuff as 
you go. You will find several gates 
you need to pass through on foot 
to open so that Arokh can follow 
you. Eventually, you'll find the | 
pedestal with the soul crystal (it's | 
in a cave at the east edge of the | 
| 
| 


map, just above center). You'll 
have to reach it on foot. After you 


grab it, two crimson knights will 
appear. Use an invisibility potion 
here to avoid a very ugly fight. 

Continue to fight your way 
through the long passage to the 
southeast. The lake closest to the 
southeast comer has a key hidden in 
it that gets you a valuable magical 
axe. Use your dragon to kill the giant 
guarding one of the gates. Return to 
Tuiri's body and she will take the 
soul crystal. The huge locked gate 
nearby is now open, enabling you to 
reach the Bell Hammer. 

Flame jets surround each of the 
crystals that you need: 

First Crystal: just walk through 
at one of the places where the jets 
are off. 

Second Crystal: Push over the dark 
stone block to cover the flame jets. 

Third Crystal: jump on the tall 
stones. Jump inside the ring. Get 


Jump across these huge weights. 


the crystal. To get out, jump onto 
the pedestal and then from there to 
the tall stones. 

Fourth Crystal: Occasionally the 
jets turn off (the gap moves around 
the circle). Jump through the gap 
when it appears. 

Fifth Crystal: Hit the fountain 
bowl until it breaks. It floods the 
pool and extinguishes the flames. 
To get to the sixth crystal, retrace 
your steps. An orc will open a 
locked gate for you. 

Sixth Crystal: Push a round, bro- 
ken section of pillar to knock the 
crystal out of the circle. 

From here you can reach a cham- 
ber where you can place the six 
crystals. Arokh will enter the room, 
followed by a huge war giant. Kill 
this boss by hitting him with a long 
stream of fire breath (back away 
when he gets close). Get the bell 
hammer, collect the crystal (it gives 
you lightning breath—very useful 
for fighting dragons), mount 
Arokh, and retum to Rimril. 


Getting the Rift Crystal 

Enter the Ebon Fortress and cross 
the lava-filled chamber with a long 
sequence of stairways and plat- 
forms. Next is a room with a long 
series of crushing blocks. Move 
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under the middle block, then the 
next middle block, then the block 
to the right, and from there 
straight to the exit. The timing is 
tricky, so you will have ample 
opportunity to note how cool the 
body-squishing animation looks 
The third room has two crushing 
blocks with lava pools between 
them. Jump towards the first crush- 
ing blocks when they first start to 
move towards each other, and then 
cross as fast as you can. The timing 
is tough. Die many times. The 
fourth room features collapsing 
floors and lava. Jump from plat- 
form to platform, pulling levers to 
lower the lava. Eventually, you can 
find a key and unlock the door out. 
Die many times. The fifth room has 
a staircase that falls from the ceil- 
ing to crush you. Move forward 
until blocks start to fall, and then 


When you have the Soul Crystal, walk 
up to this skeleton. 


tush backward to avoid the falling 
stones. The sixth room has a weird 
triangle design on the floor. Stand 
in the very center of the design and 
wait for the floor to rise. Bring up 
your inventory and double-click on 
the Bell Hammer to equip it. Attack 
the bell. Jump into the swirling, 
incredibly dangerous looking 
maelstrom that appears below you. 

You are now in the unpleasant 
Rift Crystal dungeon. Move around 
the level in a clockwise direction 
The first trapped room has flame 
jets in all of the exit passages 
There are four pressure plates on 
the floor. Starting at the plate to 
the right of the door when you 
enter, run quickly around the room 
in a clockwise direction, hitting the 
four plates as you go. For а short 
period of time you will be able to 
tun down the west passage. Run 
down it, step on the plate there, 
and run back quickly. Cross the 
room, run down the east passage, 
and step on the plate there. You 
will now be able to leave this room 
to the north. 

The next trapped room is filled 
with tornadoes. Step on the four 
pressure plates around the outside of 
the room. Then step on the four 
plates around the inside of the room. 


While you do this, the tornadoes will 
inflict a lot of damage. When you hit 
the last plate, the tornadoes disap- 
pear and you can continue. 

Soon you will reach a room with 
achasm, a platform, and four 
crushing blocks. Jump over to the 
alcove to the left and then, from 
there, to the exit. 

The next trapped room has a 
collapsing floor and lots of falling 
rocks. Jump to the two side alcoves 
and step on the pressure plates 
there to continue. When rocks start 
to fall, hide in an alcove and wait 
for them to stop. 

The final trapped room features 
a spinning pillar that shoots light- 
ning bolts. You need to step on the 
two pressure plates in the side pas- 
sages to proceed. Have a healing 
potion ready. 

Pass over the bridge in the cen- 


Use the extinguished candle for a 
pleasant surprise. 


tral cavern. Upwards of five crim- 
son knights are there. You can get 
by all of these guys by running, 

but an invisibility potion is easier. 

You will finally reach the Rift 
Crystal chamber. There’s a big 
pressure plate in front of the crys- 
tal, and above it you can see two 
symbols. If you run up the side 
passages you will find levers that 
change the symbols. After you 
change one symbol, you have to 
step on the pressure plate before 
you can change the other. When 
you step on the plate something 
horrible happens, or the crystal 
opens up. 

There are six different combina- 
tions of symbols. You want the 
symbol to your left to look like a 
big oval and the symbol to the 
right to look like a three-pointed 
star. Step on the plate, collect the 
Rift Crystal, and jump into the 
swirling energy pool to the east. 


Getting To the Volcano 

When you get back, you find out that 
the “mighty” wizard Rimril is dead, 
and the “mighty” dragon Arokh is 
gone. Honestly. Can't these people 
look after themselves for a minute? 

Cross land bridges and island- 

hop to the south, fighting succubae 


This giant is a problem. Dodge his barrels on the way there, and his blows 


on the way back. 


and goblins as you go. At one 
point you will see a locked gate on 
your right with a bow on the other 
side. When you see this, double 
back and explore the shore until a 
Death Mage attacks you. Kill it, 


jump into his casket, and get a key. 


Go back to the gate and unlock it 
to get an Energy Bow. Continue 
south to the Succubus Caves. You 
will have to use stealth, speed, and 
trees to evade several giants. 

To find the mirror, take the 
nearby elevator down, go north, 


Jump across these platforms to escape the goblin lair. 


jump over to the spiral, descend it, 
and head south. You will have to 
fight several death mages. At the 
southwest corner of the area, you'll 
find some cells with plate mail. 
Proceed around the lake, find and 
kill a huge orc, recover the mirror, 


and return to the succubus, The 
succubus will summon a sprite, 
which you can follow to the east. 
You will find a huge open cavern 
with a ledge circling around it. If 
you descend to the right you will 
eventually find another Energy Bow 
and an Invulnerability Potion (you 
really, really want one of these 
during the endgame), 

Head left and you will find a 
small cave with a body in it. Enter 
and get locked inside. Chop on the 
floor and you will fall through 


Proceed to the east. There are lots 
of Crimson Knights. Fight or sneak 
past, and go northeast to find the 
throne room. There you will meet a 
huge and vicious enemy knight 
with a magical life-draining sword 
A few shots with an Energy Bow 
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dispatch this fellow with great 
ease. Be sure to grab his sword, 
Moum Bringer. Jump onto the 
weird throne, and you'll see what 
happened to Arokh. 

Now run south. You'll have to 
fight a War Giant, but you can lure 
it to the doorway and easily kill it 
with Moum Bringer (it can't follow 
you through). Finally you need to 
get to the boat in the far southeast- 
em cavern. An invisibility potion 
helps with this, or you can just run 
like mad. 


Getting Through the Volcano 
You need to find a stone to free 
Arokh. Go west and get into your 
first big fight an Ebon Knights. 
These guys are very tough, but you 
can handle them with either arrows 
or by circle strafing with Mourn 
Bringer. Go west and cross the 


One of the correct symbols for the rune puzzle. 


Hey! 1 can’t fit through this door! No fair. 


bridge. Fight the enormous scav- 
enger by circle strafing with Mourn 
Bringer. Enter the fortress to the 
west. Hey! It's your brother! Leave 
the fortress and you will have to 
fight Queen Shilla, the fat suc- 
cubus with the annoying voice. The 
Energy Bow helps a lot against her. 
When she dies, she drops a key. 
Take it and free Arokh. Fly west. 
You will eventually find a huge pit 
with a glowing pool of energy at 
the bottom. You can also find a 
gate leading to a long passage to 
the south, filled with lava. 

Fly through it and find the 
locked gate. Land and take the ele- 
vator up. Fight your way past ebon 
knights and other evil stuff to find 
the lever that unlocks the gate. 
Along the way, one knight drops a 
storage room key. The storage room 
contains an invulnerability potion. 


Continue to fly down the lava | through the hole (you have to face 
passage. Along the way, you will | straight down). When you light 
pass a side passage with a place for | the brazier, land and enter the 
а key. Ignore it and continue until | dome. Pull the lever three times. 
you emerge at a large, foggy blue Run to the statue and press the 
crater. Ascend and enter the dun- big button at its base. The statue 
geon on foot. will fire an arrow through the 

You will find a room with three flame and melt the ice. Get the 
Ebon Knights. Just run past them Rune Sword and fly back outside. 
out the corridor to the right. In the 
next room, climb up the passage to 
the right and pull a lever. Go back 
down and approach the Death 
Mage casket. Kill the Death Mage 
with Mourn Bringer and climb into 
the casket. It will lift you to a room 


The Final Battle 
You now must fight a nasty battle 
| with four dragons. Keep moving 
| and when enemy fire comes at you 
| fire lightning bolts in that direc- 
| tion. A few healing potions later 


Save the game before you try to 
duck through swinging blades. 


The room of a thousand restored 
saved games..Mess up one jump, 
and you fall to your death. 


Beware evil lurking in the darkness. 


with huge rotating blades. Jump up 
the blades to the sparking bridge. 
Cross it. Open the chest and get the 
Lava Rune. Kill the Death Mages (or 
just run). Cross the magic bridge in 
the other direction, ride the coffin 
down, and retum to Arokh (run 
past the enemies). 

Fly Arokh back and find the 
stone claw by a large lake of lava. 
Place the Lava Rune there. The 
lava will recede, revealing the 
fortress with the Rune Blade 
Inside, walk to the left and pull 
the lever three times to rotate the 
brazier under a hole in the ceiling. 
Leave and mount Arokh. Fly up 
and shoot fire breath down 


you should win. Circle the cave 
until you find a large door. Land 
and walk through. 

Your brother will emerge and be 
possessed by the evil power of 
Navaros. Quaff an invulnerability 
potion and chop him up. 

Arokh enters and picks you up, 
and then a big Freudian four- 
headed dragon appears. Equip 

| your basic fire breath and hover in 
front of one of the four mouths. 
Fire constantly at the pink inside 
of the mouth until the head 
explodes. Repeat the process, 
using healing potions as you go. 
When the fourth head dies, victory 
is yours! —Jeff Vogel 
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Trek Wrath II: 
The, uh, Wrath of Kzinti 


In your October issue [CGM 107] you published a letter from a reader 
named Marshall who apparently has some misconceptions about the 
reason why the Kzinti do not exist in Birth of the Federation or 
Starfleet Command. Let me see if | can clear up some of his confusion. 

In his letter, Marshall states “Ever since the cartoon Star Trek series 
blatantly plagiarized Larry Niven’s story “The Soft Weapon”, and 
Task Force Games incorporated the Kzin characters from that episode 
into Starfleet Battles, | have wondered how they got away with it.” 

First of all, Task Force Games is not the developer of Starfleet 
Battles. They were simply the printers and distributors. The true devel- 
oper of Starfleet Battles is the Amarillo Design Bureau, now known as 
ADB, Inc., who has bought the rights to the game back from Task 
Force Games and now publishes and distributes their own material. 

Second of all, there were two episodes of the Star Trek cartoon that 
had the Kzinti in it, one of which was written by Niven himself! I’m 
not sure which one it was; it could have been “The Soft Weapon”, in 
which case Marshall’s claim that the series “blatantly plagiarized” 
Niven’s story is totally unfounded. 

Now, as for the reason why ADB was able to include the Kzinti in 
Starfleet Battles... because their contract with Paramount specifically 
gave them permission to use the source material from the original 
Star Trek episodes and the cartoon. That includes the Kzinti. 

So, if Starfleet Command is based on Starfleet Battles, then why 
doesn’t it have the Kzinti? Because Interplay’s contract with Amarillo 
Design Bureau gives them permission to use the rules and races from 
Starfleet Battles, but to include the Kzinti, they'd also have to negoti- 
ate a separate contract with Paramount and/or Larry Niven. 

Why weren't the Kzinti used in Birth of the Federation? Because 
it’s a Next Generation product. MicroProse’s contract gave them 
access to the Next Generation material, but not to the cartoon series. 
Hence, no Kzinti. 

Sorry to burst your bubble, Marshall, but just this once, the 
lawyers have nothing to do with it.... 


Marcus Spear 


We got a lot of letters about this. A lot. This was by far the nicest. 
People, there's no need to call someone an idiot, a moron, or "names 
which we do not repeat in print for fear of offending certain read- 
ers.” State your case, and move on. There's nothing else to see. ~ed 


Phone blunder 

In your July issue [CGM 106] you 
gave a glowing review of Falcon 
Northwest Mach V gaming 
machine, even mentioning that it 
had an 800 number for service. 
Excellent! 

But you failed to give a real 
number so a prospective buyer 
could call them or even an e-mail 
or real address. 

Could you publish any of the 
above? 


Dave Orosz 


Oops. The order number for Falcon 
Northwest is 888.Falcon.1 
(325.2661) or 800.258.6778. 
Outside of the US? Call 
541.552.1140. You can also contact 
them at sales@falcon-nw.com. —ed 


Review reviews 
You guys are dead on with your 
review of Jagged Alliance 2 [CGM 
107]! I've been eagerly anticipating 
the arrival of this game since it was 
on your СОСО way back in October 
of 1998. It's a great mix on tum- 
based mayhem and strategic fun fun 
fun! Thanks again for never pulling 
punches with your reviews, from this 
one to your Call to Power review, you 
haven't been wrong yet. 

Marcelo Rodriquez 


After reading a number of reviews 
of Jagged Alliance 2, it seems that 
all of them gave the game a low 
score with no real basis as to why it 
did not score higher. It was 
refreshing to see a review of the 
game that gave it the kind of rat- 
ing that it deserves. In my opinion 
it is one of the best games I've 
played in the past year, and the 
developers deserve credit for their 
accomplishment. 

David Hunt 


1 just got your magazine with the 
Dungeon Keeper review [CGM 107]. 
| got the game in July and play it 
nonstop. It is a great game but 


: oun 


does need a map editor and has 
few skirmish levels. Levels are 
available for download however 
[and on this month's CGCD —ed]. 
Overall it was a great review and 
Jason Cross did a great job! 
John Little 


Bikini Croft 
| noticed that the latest Tomb 
Raider is called The Last 
Revelation. Does that mean no 
more Lara Croft after this new 
adventure? | certainly hope not. 
l'd like to see her іп an adventure 
wearing that black bikini! 

John Lang 


We hate to blow the game's big 
secret, but the "last revelation" in 
the game is that she's a man, 
baby! —ed 


Random incoherence 
CHEEZ RULES! ALL HAIL THE GREAT 
CHEEZ! THIS MAGAZINE IS LIKE 
CHEEZ! WONDERFUL! 

Nick O 


Great. We're cheesy. We're all so 
proud.... —ed 


| would like to comment on your 
grrrrrreeeeaatttt magazine. | think 
you might wanna consider cover- 
ing real neat websites (1 eat 
crayons) and more places to play 
Internet games (I eat glue sticks). 
By the way, clowns scare me, and 
sorry about... 

Trunks343Z 


...the AOL account. You didn't 
need to finish that sentence. We 
already knew.... —ed 


| only wrote this so you would 
publish my letter and | would 
become really popular. 

Jarret Garneau 


Consider yourself published. We're 
just a regular Make-A-Wish foun- 
dation around here. Can you feel 
the love? —ed 
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‘TOMB RAIDER 4: THE 
LAST REVELATION’ 
XBased entirely іп 
Egyptian locations, 
Last Revelation's plot 
revolves around 
ancient mythology and 
the alignment of the 
stars at the millenni- 
um. Finding herself in 
a serious predicament, 
Lara's objective is 
Clear from the outset - 
she must escape a ter- 
rifying destiny and rec- 
tify a situation that 
threatens to destroy 
humanity. Features 
state of the art graph- 
ics and completely 
|new puzzle types 
| based on new moves 


| COMPUTER GAMES: ACTION 


and inventory develop- Eidos (Action) E = 
| ment. Release: 12/99 Tme Ваве Рес: Tme Resse Pac Тт Вк Price тт Ваш Price 
PC CD 10th Planet 10/99 $48.99 Galleon 10/99 54699 Thief Gold: Dark Projet 11/99 $24.99 
A War in Heaven 10/99 $1989 G-Sector 10/99 $3999 Saboteur $39.99 Thief: The Dark Ра 12/98 $29.99 


"BATTLEZONE II’ Lead your troops Abomination 10/99 $34.99 Guardians of Darkness 06/99 $4499 Sanity 9 $44.99 Thunder Brig 10/99 $39.99 
from the battlefield rather than Alien Ressurection 10/99 Gulf War:Op Desert Hmmr09/99 $26.99 — Shock Force $39.99 Tomb Raider 2 11/97 $22.99 
above it for the ultimate Alien Vs Predator 06/99 Halt Lite 11/98 $28.99 5Н060: Mobile Armr Div 10/98 $36.99 Tomb Raider 2Gold ^ 06/99 $24.99 
action/strategy gameplay. SATTLEZONE II Animaniacs: Splat Ball 10/99 Half Life Oppsing Fre 12/98 $2999 Slave 11/99 $3799 Tomb Raider 3 11/98 $19.99 
Command vehicles, buildings, & BankHeist 12/99 Half Life Team Fort2 02/00 $46.99 Soldier of Fortune 01/00 $44.99 Tomb Raider 4 11/99 $33.99 

| units while blasting enemies, orga- Battlezone 2 11/99 06/99 $29.99 Spec Ops 2 11/99 $4399 Tomb Raider Gold 03/98 51499 
nizing troops & managing Battlezone Level Pack 04/99 02/00 54699 Star Trek Hidden Evil — 11/99 $44.99 Turok Dinosaur Hunter 01/98 $39.99 
resources... all in a 1st-person Battlezone: Red Odyssey 04/99 12/98 Star Trk DS9 Fallen 11/99 $4499 Turok Dinosr Huntr2 02/99 $39.99 
view! Carmageddon 2 11/98 Hidd Dang Missn Pk 12/99 Star Trk Kingon Acadmy 11/99 $48.99 Twisted Metal 2 11/97 $19.99 

Carmageddon High Octane09/98 Hidden & Dangerous 07/99 Starlancer 11/99 $48.99 Unreal 06/98 $28.99 
| Carmageddon Splat Рак 12/97 Hostile Waters 10/99 Starsiege Tribes 2 02/00 $45.99 Unreal 2 10/99 $48.99 
| Carnivores 2 09/99 Interstate 76 Arsenal 03/98 Starslege: Tribes 12/98 $29.99 — Unreal Level Pack 07/99 $19.99 

Activision (Action) Daikatana 12/99 SWAT З: Close Quarters 12/99 $44.99 
Release: 12/99 Dark Frees Jedi Knght 10/97 Kingpin: Lite Crim System Shock 2 08/98 $44.99 Urban Chaos 12/99 $36.99 
PC CD Delta Force 10/8 Maximum Overkill - = 

Delta Force 2 MDK 2 "QUAKE IIl- ARENA'One of the 

[THIEF GOLD: THE DARK PRO- Demolition Ri Messiah. | 1st games created as multiplayer 
JECT' features new levels in 3| Descent 3 Monstro! only. Improved network play, new. 
areas: The Mage's Guild, the | Descent 4 ontezumas Return | graphics (true curved surfaces 
Thieves Guild & Songs of the Descent Freespace Mortyr dynamic shadows, volumetric 
Caverns. 3 new missions, woven Descent Freespc Exp Pk Navy SEALs |109) Weapons include: Mace, 
into the original 12 missions. New Oni |SuperShotgun, Grenade/Rocket 
features include better tuned game = DF 2 Jedi Knight wSith Planet of the Apes | Launcher, Flame Thrower, 
play in all missions, challenging ? E Die by the Sword 0 Quake 2 Machine/Plasma/Light-ning Gun, 
new opponent that will test your - ғ Die by the Sword Exp Pk Quake ission Pk 2 & more. Many new levels & class- 


skills: The Mages, and EAX & joy- x 5 Die Hard Trilogy 2 Quake 2 Zaero es with support for dozens of 


stick support. Drakan Quake 3 Arena players at one time. 
| Duke 30 Lifes Beach Eagle Watch 01/99 Activision (Action) 

Eidos (Action) Duke 3D Nuclear Wnter ix Gold 6/99 52759 | Release: 11/99, 
Release: 11/99 Duke Nukem Forever 02/00 $42.99 | PC CD 
PC CD Evolva Radnck Rmpg Pssm Bay 10/98 $12.99 

— —— = hter Pilot Redneck Rmp Rides Agn 05/98 $25.99 Тасһуоп: The Fringe 11/99 
‘PANZER ELITE’ You'll see action Е 1 Flash Point Redneck Rmpge Cuss Pk 03/99 $19.99 Terminus 05/99 Wolfenstein 30 03/98 $17.99 
across North Africa, Italy and 1 Flesh & Wire Rednk Rmpg Fam Reunion03/09 $2499 Тһе Devil Inside 12/99 
Normandy as you take on historical- 4 р Forsaken Requiem 04/99 $29.99 Thief 2: The Metal Age 03/00 WW II G.I 05/99 $19.99 
ly accurate missions featuring a Т == EE NE = P 5 с Г Б 
huge range of challenges including COMPUTER GAMES: SIMULATION 
scouting, protecting truck convoys 1943 Euro Air War / Jane's F/A-18 11/99 $4599 MS FS 98 Afren Safri | 02/99 Panzer Commander 05/98 $12.99 
and villages and the search & res- 3D Railroad Master Jane's USAF 10/99 $38.99 MS FS 98 Air Force One 09/98 
cue of missing units. Features 4 dif- 2 3D йг Rdo Cntrl Reng Jet Fighter 3 Platinum 11/97 $3499 MS FS 98 Air Races 04/99 Pedal to the Metal 


ferent authentic vehicles, an 


ss the Rhine Fighter 4 01/00 $44.99 MS FS 98 Airbus 2000 09/99 Privateer 2 SE 

advanced Al, fully interactive 3D АН 64D Longbow Ltd -52 Team Alligator | 12/99 $44.99 MS FS 98 Dang Airport 02/99 Privateer 3 
environments, and historically f AMA Superbike. affe Commander 12/98 $29.99 MS FS 98 Flight B; 05/99 Pra Pilot 2000 
accurate weaponry. i Anarchy M1 Tank Platoon 2 98 $18.99 М5 FS 98 FSGlobal Scnry 09/99 Pro Pilot USA 
Psygnosis (Simulation) Armored Fist 2 MechWarrior 2 07/95 $12.99 MS FS 98 Grnd Canyon 09/99 Red Baron 2 
Release: 10/99 > Armored Fist MechWarrior 2 Exp Pek 12/95 $11.99 МӘ FS 9B Insnt Airpln Mkr02/99 Red Baron 30 
PC CD Е Autobahn Total MS FS 98 MegaScenery 11/98 $ Red Вагоп/А10 Tnk Kir 

8-17 Flying Fortress 20 MechWarrior З Exp Pk 12/99 $28.99 М5 FS 98 Scnry Qnsind 09/99 Red Line Racer 
‘SILENT HUNTER II’ recreates the Burnout Chmp Огогсо CE 11/98 MechWarrior2 Mercnries 09/96 $9.99 MS FS 98: Concorde 01/99 Redline 
battles between Hitler's U-boat | Castrol Honda Sbike 2000 09/99 MechWarrior2 Mrenrs 3007/97 $12.99 М5 FS 98: RAF 04/99 ReVolt 
force & Allied convoys. Multiplayer = Comanche 4 Midnight GT 10/99 $39.99 MS FS Airbus 2000 SCCA Can-Am 
mode for hot action & cooperative ы Curse You! Red Baron Mig Alley 11/99 $39.99 MS FS Custm Pan! Ооп Silent Hunter 2 
play over the Internet or (АМ Dawn of Aces Monaco Grand Prix Асо 2 06/99 $31.99 — MS FS Global Scen Upgrd 09/99 Spearhead 
Multiple difficulty levels & р Deep Fighter Mons! Ж Madnss 2 07/98 $39.99 MS FS WOW 10/99 $2499 Starsiege 


enhanced dynamic campaign com- d Destroyer Command 02/00 Motocross Madness 08/98 $44.99 М5 FS98 Fly the Best 08/99 

plete a very detailed & realistic 3 Enemy Enggd Cmnch Hkm01/00 MS CFS Battle Midway 08/99 $28. MS FS98 MgScn DU Усіга09/99 lanker 2 

environment. Extreme G2 02/99 MS CFS Combat Exp Pk 09/99 $1999 М6 FS98 VIP Ult Clictn Squadrn Comm Ed 1 
Mindscape (Simulation) F/A-18E Super Hornet 10/99 М5 CFS Combat Pilot 1 10/99 $33.99 Superbike World Champ 03/99 $18.99 


Tanktics 09/99 $27.99 
Test Drive 5 12/98 52499 
Test Drive 6 10/99 $26.99 


Гвлт FLYING FORTRESS 2: THE 
MIGHTY 8TH’ Command the 
| supreme daylight bomber of World 


Pec SILENT HUNTER |] ЕТТЕР 


‘COMMANDER'S EDITION’ F-22 ADF Red Sea Ops 10/98 


H ij -22 9 ive Of 2 1/98 $16.99 

Release: NOW ШЕШШ 20: 89 $935 | War il. Master each of the 10 crew TDS OR Mee ey 

olas Pais : s. member roles. Navigate accurately Ls i = 

— = Falcon 4.0 wBinder 12/88 $1999 | across Europe. Locate and bomb Thrust, Twist 8 Turn 09/99 $44.99 

"50-27: FLANKER 2.0” Russian Fighter Ace 2 11/99 $48.99 gr a Y Tie Fghtr Clict w/Vhel Ret 12/98 $32.99 
Strategic targets, and defend the А 

satellite imagery is used to generate Flight Un 3 Scenery 01/00 $44.99 | ie Fightr Coll 11/95 $19.99 


plane from furious enemy attacks 


a detailed, 3D world with fully tex- Flight Unlimited 3 09/99 $38. Breathtaking air combat sequences 


Top Gun 2 Hornets Nest 01/99 $18.99 


ture-mapped terrain. Boasting a UN E | Fly Hunter 11/98 $29.99 through photorealistic terrain Total Adrenaline:Drg Rong 09/99 $18.99 
dynamic mission editor, Flanker 2.0 М makes it all feel incredibly real. Train Dispatcher 2 08/98 $39.99 
provides users with a feeling of total Ё Flying Corps Gold [TETTE ЖОШО my V-Rally 09/99 $44.99 
immersion in a realistic theater of 2 - Front Line Fighters 08/98 529. " " | МАР. Israeli Air Fre 09/98 $16.99 
operations. Players can engage in GorkaMorka 11/99 539. [Release a qan. Wild Metal Country 11/98 544.99 
16-player network battles via a LAN, | ДЕР è Grand Prix Legends 1098 $1999 PG GD Wing Comm 5: Ргрсу Gid 10/98 $37.89 
or 2-player head-to-head fights over j 2 iF/A-18 CSF 08/98 Wings of Destiny 11/99 $39.99 
the Internet! 2 ІҒ-22 Raptor 7 MS Combat Flight Sim 11/98 $48.99 Need for Speed 3 09/98 $18.99 World War 02/00 544.99 

a 220 iF-22 v5.0 0 MS Flight Sim 2000 10/99 $48.99 Need for Speed 4 06/99 $4299 WW II Fighters 11/98 528.99 
Mindscape/SSI (Simulation) е Independence War 09/98 $29.99 MS Flight Sim 2000 PE 10/99 $69.99 Need Sp: Mtr City 12/99 $44.99 X-Car Exprmntl Ren 08/97 $15.99 
Release: 12/99 = Independence War Dix 08/99 $26.99 М5 Flight Sim 98 09/97 55499 МНАА Drag Racing 09/99 $19.99 Х-Сот Interceptor 06/98 $998 
PC CD iPanzer 44 04/98 5999 MS Flight Sim Triple Pk 08/98 $16.99 ОН Road GT 10/99 $39.99 X-Wing Alliance 03/99 $45.99 


хас 


Виш 
7th Legion 10/97 
AD&D Birthright 
Age Empires Fin 
Age of Empires 2 
Age of Empires Gold Ed 04) 
Age of Emprs Rise Ате 11, 


Price 


COMPUTER GAMES: STRATEGY 


Price 


Release Расе тт Ranse 
3 10/99 Heroes M&M 09/95 $19.99 
Creatures Adventures 08/99 $26.99 Heroes МАМ 2 Exp Pk 05/97 517.99 
01/98 $14.99 HeroesM&M2Gold 12/98 51899 
11/99 es of M & M3 03/99 $39.99 
Hidden 8 Dangerous 2 04/00 544,99 
Hidden Wars 01/99 54899 


Microsoft (Strategy) 
| Release: NOW 
PC CD 


Age of Wo 
Airline Ty 
Alien Intelligence 
Alpha С 


Battlecruiser 3020 AD 


Black & White 


C&C 2 Tiber Sun Pltmn 
C&C 2: Tiberian Sun 


Alert Arsnl 
vor Online 


Civ 2 Fantasy Worlds 
Civ 2 Multiplayer Gold Ed 1 
Civ 2 Test of Time 


Pur Miss 
Civilztn Call to Powr 
Cmmndos:Bynd Call Duty 
C w95 


Commandos 2 
Conflict of Natio 
quest New World 2 
'onquest New Wrid DIX 
conquest 


Creatures 2 Deluxe 


— ЫЕ ek 


Microsoft) AGE OF EMPIRES Il: AGE OF KINGS’ Control the destin: 
of humankind from the fall of Rome through the Middle 
| Ages. The game keeps the epic scope of Age of Empires 
game play while evolving the combat, economic, trading & 
diplomacy features. Starting with minimal resources, you're 
jallenged to build your nations into great cultures. Several 
ways to win, including conquering enemy civilizations, 
accumulating wealth by trading & diplomacy, and building 
& defending wonders of the world. Create formations & 
garrison units. Choose unit behavior with multiple aggre- 

sion levels. Includes random maps, campaigns, & scena 

ios. Separate economic & military diplomacy. 


n Futre War $27.99 Hollywood Mogul v2.5 


Dark Reign MP 1 04/98 51999 Homeworld 

Dark Reign MP 2 12/98 $26.99 Imperialism 2 
Imperium Galactica 

Disciples: Sacred Lands Imperium баас 


'ubation 
ation:Wilderness 


Dominant Species 
Dominion Strm Ov 
Dune 2000 
Dungeon Ке 
Dungeon Ke 
Dung: 
Earth 2140 


биз 


000 Aline Ойу Game 
Jagged Allian 
Jagged Allian 


$4499 Knights & M 
09/98 51999 Legend of the Five Rings 
yRoom2 03/99 $29.99 Liberation Day 
Emperor of Fadng Suns 01/97 $18.99 Lords of Magic 
Empire of the Ants. 02/99 $42.99 5 of Magic 
En 99 в Realm 2 


Entrepreneur Corp Exp 
Evolution 

Extreme Tactics 
Farmland USA 


4.99 — Lords Realm 2 Exp Pk 
8 
$48.99 
$18.99 


Mayhem 
gic Spells of Anct 
Magic the Gathering Gold 


Final Countdown 04/99 $4499 Magic:the Gathering 
05/99 $38.99 — Majesty 
08/99 $3930 Malkari 
Fragile Allegiance 03/97 $9.99 Master of Orion 1/94 $19.99 
FreeLancer 9 
Galilean Conti 06/98 
Gang 07/98 
Global Domination 04/00 
Gms Email: Risk 09/99 $2899 
Hard 05/00 


Hero ММЗ Amgdn Bld Metal Fatigue 10/99 
"CUTTHROATS: TERROR ON THE 
HIGH SEAS’ Command а pirate 
ship, with a crew of scurvy knaves, 

a handful of cannon, & the whole 
Caribbean to plunder, Make your 
fortune by terror, violence, robbery 
and extortion, Fight realistic battles 


with 6 types of customizable ships. 


Raid coastal towns; bribe, threat- 
en, & extort; trade, buy supplies, 
fence stolen goods; build your fleet 
& expand your army. 

Eidos (Starem) 


Release: 10/99 
PC CD 


тте Виш: Price 
Mind Rover 09/99 54499 
MTG Duels of Plneswlkr 02/98 $18. 
Myth 2 v1.1 01/99 $27.99 
Netstorm 11/97 $1999 
Noble Armada 09/99 $45.99 
11/99 54499 
Outpost 2 09/97 51999 
Pax Imperia 2 11/87 $2698 


Pharoah 
Popul 
Profitania Deluxe 


11/99 
11/98 
08/99 
11/98 


99 


Railroad Tycoon 2 


Reach for Stars 
Rebellion 

Risk 

Risk 2 

Rival Realms 
Roller C 

Roller Cstr Tey Exp Pk 
RR Тусп 2: 2nd Century 
Ruthless.com 
ntient 

Settlers 2 Gold 
Settlers 3 

Settlers 3 Mission 

Seven Kingdms Anc 
Seven Kingdoms 2 
Shadow Company 
Shadow Watch 
adowpact 

Sheep 

Sim Theme Park World 
SimCity 2000 Spec Ed 
SimCity 3000 
Soldiers at War 


Star Trk Armada 
Star Trk Gen Birth Fed 
Star Trk New Worlds 


52899 
53899 


Star Trk Starfit Comm $39.99 
StarCon 54499 
aft $34.99 

1 Brood Wars $24.99 
Starcraft Retribution 51999 
Starship Dipi 54899 


Stellar Frontier 54499 


Submarine Titans 53999 
SWAT 2 529 
The Rift $44.99 


$39.99 


Total Annhitn Kingdoms 06/99 $29.99 


Total Annihilation 2 $48.99 
al Annitn Cr Ctgcy $21.99 
I Annltn Bt Tetes 51999 
Uprising 2 $19.99 


53999 
$29.99 


WallStreet Trader 99 
War of the Worlds 


Warcraft 2 $19.99 
WarCraft 2 Battle net Ed 51999 

raft Ore/Humns $12.99 
Wargames 


Wargasm 
Warhmmr 40K Chs Gate 
Warhmmr 40K Rites War 
Warlords 2 Dix 

Warlo 
Warlords Battlecry 
Warirds 3 Drk Lrd Rsg 
WarTorn 


Yoot's Tower 


Interplay (Strategy) 
Release: NOW 
PC CD 


COMMAND 


“STAR TREK: 
STARFLEET COM- 
MAND’ is a strategic 
game of combat set in 
the Star Trek universe. 
Based on the popular 
board game, Starfleet 
Battles. Choose from 
several races 
(Federation, Klingon, 
Romulan & more) 
Each race has different 
ships and tactics. 
Single-player 
Campaign, Single-play- 
er Skirmish, & Multi- 
player (up to six play- 
ers via TCP/IP or IPX) 
modes. Weapons: 
phasers, photons, dis- 
Tuptors, plasma torpe- 
does, expanding 
sphere generators 
missiles, mines & 
тоге 


‘STAR TREK GENERATIONS: BIRTH 
OF THE FEDERATION’ Manage 
resources, solar systems, & trade 
routes. Construct, maintain, & refit a 
Starship fleet- and engage in turn- 
based 3-D space combat! Features 
multiple skill levels, galaxy sizes and 
other options for long term replaya- 
bility. Multiplayer support for up to 5 
players via LAN, direct connection, 
modem, & internet 
Microprose (Strategy) 
Release: NOW 
PC CD 


“COMMAND & CONQUE! 2: 
TIBERIAN SUN' New engine 
improved controls, dynamic 3D ter- 


J| rain, & multiple levels of warfare. 


Interactive & kinetic battlefield, ion 
Storms, ice fields & more. Play solo 
skirmishes or take on your comput- 
er in full Campaign Mode. Connect 


Ж with up to 8 friends over IPX or 


LAN, or one-on-one over modem. 


Virgin (Strategy) 
Release: NOW 
PC CD 


‘HOMEWORLD’ combines elements 
of space combat, strategy, & action. 


Hundreds of years after aliens 
destroyed your planet & relocated 
survivors to the edge of the galaxy, 
a crystal starts to emit a faint signal 
to lead you to your homeworld. A 
immense mothership is built to 
carry millions home, to the 
unknown. Single play or up to 8 
players on-line 


Sierra (Strategy) 
Release: NOW 
РС CD 


REACH FOR THE STARS’ Turn- 
based strategy of galactic explo- 
ration, colonization & conquest 
Dive into the immense range of 
player controlled game parameters 
or simply focus on galactic explo- 
ration and enemy destruction. 
Features more than 30 preset sce- 
narios, 16 unique species, a diplo- 
matic system, network play, a pow- 
erful scenario editor and tactical 
combat. 
Mindscape (Strategy) 
Release: 11/9 
PC CD 


"AGE OF WONDERS' Age of 
Wonders is a turn-based game of 
strategy and conquest that success- 
fully incorporates adventure, explo- 
Tation and role playing elements 
These elements, together with a rich 
story line and heavy emphasis on 
global strategy without repetitive 
micro-management, make each 
scenario and game unique and fun 
to play. 


G.0.D. (Strategy) 
Release: 11/99 
PC CD 


‘ASHERON'S САШ’ A EF 
stunningly beautiful, and | 
dangerous, landscape | 
unfolds before your very | 
eyes in Asheron's Call, | 
an epic role-playing | 
game that draws you, | 
and thousands of other | 
players, into a dynamic, | 
3D online world. Follow | 
the path of ај 
Blademaster and let a | 
sharp sword be your ally, 
or study the mysterious 
and powerful arcane arts 
as a Sorcerer. The choice 
is yours to create your 
own truly unique charac- 
ter, complete with exten- 
Sive combinations of 


| visual. appearance, | r -— ———— ни 


| SEDES ала skills. The Microsoft} | COMPUTER GAMES: ROLE PLAYING 
ket УЫ ШО (Roleplaying Оши Price Tmt Runs Р Тт Riase Proce Тш Runs Pur 
answertie СЛ? Release: 11/99 07/98 $1599 Fallout 2 11/98 $2490 Shadowrun: Assassin 01/99 $4699 The Summoner 01/00 $44.99 
PC CD Final Fantasy VII 06/98 $19.99 Third World 01/99 $48.99 
Ime - 1 Asheron's Call $48 Final Fantasy VIII 02/00 $48.99 Silver 10/09 $37.99 Throne of Darkness. 11/99 547.99 
DIABLO Il: INFERNO’ As one of 5 Baldrs Gate: $19.99  Forgttn Rims Silver Ed 06/99 Star Trk Final Uni 0 $9.99 Ultima 9 A: 11/99 


character types, you'll journey 


aldur Gate CI 2,9: 300t vil 09/ KBE! TORME " 
across distant lands, fight new vil- Fuisse d шы шла D LANESCAPE: TORMENT' The 
lains, discover new treasures & Baldur's Gate a ou producers of Baldur's Gate intro- 


uncover ancient mysteries. Five new. 
character classes with unique attrib- 
utes & abilities. Expanded world of 
new quests, weapons, spells, mon- 
sters & non-player characters. Full 
multiplayer & internet support. 


| duce the 1st computer RPG set іп 
the AD&D Planescape campaign 
world. An epic story of an immor- 
| tal character who, suffering from 
| amnesia, searches for his past, 
identity and destiny. Curiosity, 


09/98 
ге 2Grdns Ost 10/97 
re 3 04 
2 0%) 
icy of Kain Bid Omn 09/97 

ters 11/98 


Battlespire 


n | of Blade М; 
Blizzard (Roleplaying) ame xx s Vnd о | ar, greed, survival, self-defense 
Release: 01/00 мінім, ie (650 -< {and revenge drive the character 
PC CD Modum 0108 | toward an unforgettable end 
DIABLO lo Bundle 1 9 Neophyte е 04/99 


Release: NOW Interplay (Roleplaying) 


" Release: 11/99 
bred PC CD 
cape Torment 11/99 $39.99 
of Mages 10/98 $29.99  Stonekeep 11/95 $24.99 Ultima Online: 2nd Age 


о Hellfire 11/99 


‘NOX’ is а dark 8 creepy | 
Action/RPG set in а bucolic world | 
that is being corrupted by a wicked | 


039 Rage of Mages 2 10/99 $27.99 Swords & Sorcery 01/99 $48.99 5 

aran ore undead Vie | unk 10 : 499 Swords of Heroes 01/99 $4699 Werewolf: Apocalypse 04/99 54849 

to hide in the shadows. Outwit your | Атда 10 Septerra Core | 11/99 $39.99 Тесппо Mage 11/99 $39.99 Wizardry 8 12/99 $49.99 
opponents with sneaky spell combi- P к | COMPUTER GAMES: ADVENTURE 

pesa Ж UD SIRO GRON OVER 1 Orlando 12/99 $43.99  Nightlong Union City 01/99 53999 Reloaded - 05/07 $24.99 

ЧОО АЙДЫ ereis SNR POTE АП Guest 211th Hour 11/95 Jewelsll UltimateChanllergeO1/99$27.99 — Nocturne 10/00 $4699 — Renta Hero 10/99 $25.99 

numerous multiplay modes. Abe's Exodus 1 Journeyman Project 2 07/95 $28.99 Obsidian W95 12/96 $29.99 — Return to Krondor 12798 51999 

| 4 drenix Crisis meyman Project 3 0298 $18.99 Of Light & Darkness 04/98 $2499 Riana Rouge 01/08 $2499 

Virgin (Roleplaying) è Amber:Journeys Beyor KQ8:Mask of Eternity 12/98 $19.99 Omikron: Nomad Soul 1099 $39.99 Ring 07/99 $29.99 

| Release: 11/99 > Lander 09/99 Outcast 09/99 53999 Robot Club 02/99 54399 

ІРС CD = < | Animar Call 09/ Overseer 03/98 $19.99 Sacred Mirror of Kofun 11/96 $19.99 

Armed 04/97 Pandora Di 08/96 $19.99 Sanitarium 05/98 $19.99 

"ULTIMA 9: ASCENSION’ Engage Lamy7 — 11/96 Patr 02/99 $4899 — Scooby-Doo:Myst Fun Pk 10/99 $18.99 


over 60 unique creatures & mon- Phntsmgría Stgefrght 04/99 $3999 


sters using the most innovative ion Pirates! Gold 51998 Small Soldiers Sqd Cmdr 08/98 $19.99 
combat system ever created. н Space Bar W95 07/97 $9.99 
Conjure 45 spells using circles of Black Dahlia st Vikings 2 Qin:Tomb Middle Kingdom07/96 Space Circus 02/99 $44.99 
magic, alchemy, & rituals. Uphold Blackst osoma Queen: The E 3 SPOR 12/96 $19.99 
the 8 sacred virtues (Honesty, Morphe Quest for Glory 5 Spycraft W95 03/96 $19.99 
Justice, Humility, Sacrifice Valor, Muppet Treasure Island Quest for Karma 02/99 $1999 Star Trek SFA DVD 07/98 $4499 

Myst Quest Glory 5: Exp Pk 10/99 $29.99 Star Trek SFA Mssn 04/98 $19.99 


Compassion, Hono, and 
Spirituality) as you become a leg- 
end. 


Myst 2 w/Hint Book Rama 


‘GABRIEL KNIGHT ІШ The Prince's 
family has been plagued for genera- 


$1499 Star Trek: Vulcan Fury 01/99 $48.99 
Star Trk Str Fit Acad 09/97 $29.99 


04/98 $39.98 


| 
EA (Roleplaying) | 
| 


Starship Titanic OVI T 
Dare fuh | ions by what seems to be a sect of Sure Mane бе 0086 $3999 
Release: 11/99 4 | vampires. The story is inherently ч "нр 
PC CD Dark Half ДЫ, Str Trk: SFA Strgc Cmmd 05/99 $12.99 
La ш " puzzle-driven and spatial. It has a 
Dark Side of Moon Strshp Tinc 1st Gls Ors Kt 08/99 $38.99 
; Sama Dead U | mystery play feel, due to the Symbiocom 03/99 $19.99 
| REVENANT' is a Dark Fantasy ақым | game's 3D elements. The suspects de 
Adventure/RPG that will immerse ER Zero Turn ес еч 


|а other characters move around 
the environment independently of 
Gabriel and Grace, giving you the 
| feeling of inhabiting a living virtual 


Tender Loving Care 06/99 $24.99 
Time Lapse Ancient Giv 10/96 $29.99 
Titanic Jrny Out Time 11/96 $14.99 


you in a stunning environment 
Interact with over 40 characters as 
you choose weapons, spells, armor 


nic Troubl 10/9 

and magical items, and battle hand world Шаде ed 

to hand in the 3D fighting tradition. Sierra (Adventure) ta 07/97 $29.99 

All the realism & excitement of an | Release: 11/99 Wheel oftime (0/0 $48.99 
adventure with the exploration, PC CD m 

character development, and gaming Р l SUE WAS. » 1198-8420 

longevity of an RPG! $ Myst 2: Riven 11/97 52999 REAH 03/99 $3599 X-Files Adventure Game 06/98 $31.99 

indy Jones Infrn! Mehne $48.9 Real Neverending Story 10/99 $42.99 Zero Critical 0599 51999 

i inh it Evil Hntd Htl 09/99 $18.99 Nemesis 10/96 Red Jaci 09/98 $29.99 Zork: Grnd Inquisitor 10/97 $29.99 

Eidos (Roleplaying) гоп John Haw 01/99 $26.99 Nerves of Steel 05/95 $1699 — Redguard 11/98 $27.99 — ZorkNemesis 04/96 $19.99 


Release: 11/99 
PC CD 


- COMPUTER GAMES: SPORTS 


"РНАВАОН is a strategic city-building Atrcn Safari Trphy Hntr Extreme Softball NBA Basketball 2000 10/98 
game set in Egypt roughly 2900 to 700 | Baseball Mogul Extreme Tennis NBA Live 2000 10/99 Sportsman's Paradise 2 09/99 $18.99 
BC. Grow Egyptian villages into thriv- FIFA Soccer NFL Blitz 2000 09/99 $44.99 Tiger 99 08/98 $29.99 
ing metropolises & watch the econo- Brnswck Frst Strk BWI Football Mogul NFL Gameday 99 08/98 $14.99 Tiger 99 Tournament Crs 08/98 $18.99 
ту & inhabitants come to life, Interact 99 Cabela Big бте Hntr 3 Hardball 6 2000 Ed 04/99 $18.99 NHL Championship 2000 10/99 $45.99 Tiger 99: Monterey Crs 03/99 $18.99 
with your citizens, Raise their hopes or (iam eS. d Cabela Sptsmns Chiing High 04/98 $12.99 — NHL Hockey 2000 09/99 $37.99 Tiger Woods 2000 11/99 $46.99 
raze their homes. Includes a farming Ж г: Deer Avenger 2 High + 04/99 $19.99 МАА Drag Racing 09/99 $34.99 Tiger Woods PGA Tour Clin09/99 $28.99 
model based on the flooding of the 4 Deer Hunter 3 Intply 5рі B: 04/99 $3499 РВА Bowling 2 10/99 $35.99 Total Soccer 2000 10/99 $44.99 
Nile, naval warfare, giant monuments. Driver Reky Mtn Trphy Hntr2 08/99 $18.99 Triple Play 2000 04/99 $19.99 
| that are assembled over time, a unique Elite Air Hockey Madden NFL 2000 0999 $37.99 Real Feel Golf 02/99 $44.99 Triple Play 99 03/98 $18.99 
| dynastic progression, and variable dif- Elite Da о бате Hntr 09/99 $44.99 Redneck Deer Huntin’ 08/98 $19.99 Trophy Bird Hunter 10/99 538.99 
ficulty levels, NBA 2000 12/99 53909 Remington Top Shot 12/98 $1899 Trophy Buck 3D 05/99 $1999 
| Sierra (Adventure) Racing їп Game Hunter 09/99 $14.99 World Champ Boxing Mgr 09/99 $44.99 
Release: 11/99 Extreme Mountain Bkng MS NEL Fever 09/99 $19.99 — Safari Hunter 09/99 $2399 World Cup 98 05/98 $19.99 
PC CD i. Extreme Rock Climbing 08/99 $18,99 — NASCAR Racing 3 09/99 $39.99 Senior PGA Tour Golf 03/99 $19.99 World Strngst Mn Comp 09/99 $18.99 
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90 CHIPS & BITS. INC 


‘CLOSE COMBAT IV: 
BATTLE OF THE 
BULGE’ Command 


Ё * U.S. or German troops 
| 1 in this tactical real-time 
: WWII wargame, Fea- 
| tures surprise attacks 
| 5 stalwart defenders, 

pies and sabateurs, 
soldiers attacking from 
the skies, big tanks, 
desperate battles and 
even the calvary riding 


h Onl 
NEW Low | \ ч ane REN 
I ү, Б 


Coming Soon! 


depict WWII platoon 
level war using com- 
bined arms. True line- 
of-sight and line-of-fire 
= gameplay, direct and 
i —À inderect fire with limit- 


| COMPUTER GAMES: WAR Mindscape/SSI ed ammunition. Head- 
Te Нам Pree Ты Низ act Тш инаг тг War) to-head play for 2 via 
10181 Airborne Normandy 10/98 $19.99 Fantasy General 03/96 $1499 Op Art Wr 2 Fish Ksvo 10/99 $27.99 People's General 09/98 $29.99 elease: 11/99 serial cables Xr dat; 
12 O'clock High 10/99 $4499 Fifth Fleet 11/84 $18.99 OpATWr2 Elite El 12/9 $44.99 Prelude to Waterloo 1097 $14.99 ир and the Internet 
Age of Sail 11/96. $29.99 Op Art Wr EP 2 Cish Ед 1099 52598 Rising Sun 11/99 $44.99 қ 
Aide de Camp 07/94 $44.99 Final Liberan WHm 40K 11/97 $12.99 Oper Art War Exp Pk 1 0299 $19.99 Road to Moscow 03/00 $38.99 ПНЕ eae Oe ART OPNA 
Aide de Camp 2 01/98 $44.99 Flight Commander 2 01/95 $19.99 Operation Crusader 09/94 $1899 Semper Fi 02/98 $14.99 ЖБ ‘invasloni of Gub NATO 
e oaa bes PANZER GENERAL li ASSAULT] 5700: 108 we 0200 54699 vsWarsaw Pact, India vs Pakistan & 
Armored Task Force 0299 Featuresia new game system and| Sû Mees Cetysbrg 10197 $1899 China vs Taiwan 
Battle of Britain 03/99 Smolensk to Moscow 04/99 $34.99 
вабо Antietam | 1196 simplified interface in a full 30 | UU. toss, BE Talonsoft (War) 
аве ie world. Dynamic lighting, true tine} Son. was 302 Release: 11/99 
cies. € of sight, and customizable leader- | 5:6 Panthers gum PC CD 
RUE Gi 087 ship. Four major campaigns onthe| 5e" гелге 2 ee "THE OPERATIONAL ART OF WAR 
à Western Front (including North 1: FLASHPOINT KOSOVO" 
потоа pis Africa) with over 200 units and 20| 2° Panters 4 = Release: 11/99 
attlegrnd Waterloo ы 
pore 9: Chickmgua 01/99 Special Leader abilies. Afterable| с pains 2cmp1 0487 $1499 - ИШ ‘THE OPERATIONAL ART OF WAR: 
terrain (forests can burn, cities ot 3 , 
BCT-Brigade Combat Team 08/89. and airfields can be destroyed) Storm in the West 04/98 $33.99 JT MODERNBATTLES Î CLASH OF EAGLES 
Bombing the Reich | 11/99 Tides of War 11/08 $24.99 Le Release: 11/99 
CincPac Midway 10/94 " Tigers on Prowl 2 12/96 $41.99 
7 Mindscape (War : 
ca ve. Ti Release: | у оова | cvs “85 "AXIS & ALLIES: IRON BLITZ 
С 2 7 | Ме а EXPANSION РАСК' The scenarios & 
lose Combat 2 11/97 V Victory Velk Lki 02/95 $999 MM battles added to this best selling 
Close Combat 3 01/98 Great Battles Caesar $1499 Operational Ап War 0608 Victory inthe East 1 10/98 $39.99 а ооа ТАД 
Close Combat 4 11/99 $44.99 Great Вайс Alexndr $3499 Oprin: Blood & Guts 01/99 $3599 War Along the Mohawk 0998 $19.99 j aJ) hours of additional excitement. 
Close Combat Trilogy 0999 $39.99 Great Bttles Hannibal 11/97 $2999 Орит Art Wr2 Mn Wr 05/99 $4499 War in Europe 01/99 $39.99 - - 
Cmpgns Amer Civil War 10/99 $55.99 Great Civil War Btls $19.99 Over the Reich 11/86 29:9 Warinthe East Crimea ospa $м% | (ADU GRAND AS] dE cA 
Code Name Eagle 02/00 $44.99 Harpoon 97 $1499 Pacific Battles 06/00 $39.99 War in the East: ушт 04/98 $24.99 . PC CD 
Combat: Operation Vict 07/99 $18.99 Harpoon Classic $13.99 Pacific General 07/97 $29.99 War in the East: Leningrad04/98 $24.99 я 
D-Day Amer invades 09/95 $29.99 Harpoon Classic /94 51299 Pacific General Budget 07/98 $9.99 War inthe East Rostov 04/98 $24.99 > "AXIS & ALLIES 
Decisive Action 12/99 $39.99 Last Battles 45 $4499 — Pacific Tide 01/99 $4599 War Inc. 10/97 512.98 х : Release: NOW 
Dragons in the Mist 05/98 $23.99 Man of War 2 $29.99 Panthers in Shadows 09/95 $41.99 Warhmmr 40K Universe 03/99 $37.99 5 4 B 
eim ta loon bo Ris ү inimi е nis ALIS BOARD GAME 
Napoleon 1813 $42.99 Panzer General 11/94 $19.99 West Front Bttl Pek 1 07/99 $26.99 Release: 11/ ) 
East Front Camp 03/96 51999 Napoleon in Russia 05/97 $17.99 Panzer General 2 1097 S599 West Front: Sea Lion 1099 $28.99 Board Gama 
Empire 2Art of War _ 0995 $12.99 North Vs. South 02/98 $3999 Panzer General 2 бае 05/99 $1899 WGCSet 3 Age of Riles 09% $12.00 
COMPUTER GAMES: HARDWARE “ӘҒАБЕ ORB д0 
- teal life you don't 
Controllers Interact FX FF Rong Whi 03/99 $37.99 Май Catz Andretti Wh! 0599 $6999 ТМ NscrPro Dig Rcg Whi 12/09 $89.99 аа ШЕТТЕ 
ANKO GC-FBW1 Wheel 03/99 $89.99 Interact V4 F Fdbk Wh! 02/99 5129.99 TM Nscr Sprint Reng Whi 08/99 $53.99 move...you just do it. 
ANKO TopShot Jystk 03/99 $29.99 Intret Hmmrhd FX Fre Pd 10/' 54499 Май Catz Panther DX 06/99 $48.99 ТМ Reflex USB 3D Jystk 05/99 $38.99 Shoudn't it be the 
ANKO TopShot Jystk USB 03/99 $39.99 — Ltech WM FF Mouse 09/98 $59.99 Mad Catz Panther XL 01/98 $55.99 TM Top Gun Jystk USB 08/99 $29.99 same in your 3D 
CH F-16 Combtstk USB 08/99 $74.99 Ltech WM Form Fro Wh! 01/99 $139.99 — Novastick Max 11/96 $12.99 TM Top Gun Platinum 04/99 $25.99 games? Simply push, 
CH F16 Combatstick 11/85 $59.99 ес WM Formula Wh! 11/98 $8939 PDPI L4 Dig Game Card 12/08 $49.99 Sound Cards Pl octet Uis space 
CH F16 Fighterstick 11/96 584.99 ес WM Gaming Mouse 05/99 $39.99 shot белі 500 Joystick 12/98 $26.99 Diamond Monster MX300 01/99 $89.99 E RIE 
CH FightSimYke USB LE 08/99 $99.99 ест WingMan Frce stk 1098 $9999 shot белі 700K 0899 $39.99 Fortissimo Sound Card 1090 $59.99 


ball to experience the 
fastest, smoothest 
and most realistic 


CH Flight Sim Yoke 04/99 $84.99 есп WingMan GPad Ext 09/99 54499 Quickshot Master Pilot 98 04/98 $37.99 Sound Blaster 64Gid 10/97 $149.99 
CH Flight Sim Yoke USB 11/99 $94.99 — Ltech WingMan GamePad 10/99 $19.99 Quickshot Mstr Pilt Val 03/98 $59.99 — Sound Blaster LIVE 08/98 $179.99 


CH Gamepad USB 04/99 $29.99 ес WingMan Thunderpad10/99 $9.99 — QuickshotMstrPltProg 04/98 $25.99 Sound Bistr Lv X-Gamer 09/99 $99.99 Spacetek (Hardware) action on the planet 
CH Gamestick 30 Jystck 10/98 $45.99 Ltech WingMan Xtrm Dig 06/98 $38.99 Quickshot SkyCommander05/98 $59.99 48Х 06/99 $99.99 Release: 10/99 

CH Gamestick 3D USB 11/98 $45.99 М5 SWndr FSI ProPad 10/98 $65.99 Saitek Cyborg 2000 Jstk 04/99 $24.99 TBeach Montego 2 Qdzlla 07/99 $99.99 PCCD 

Cybrsttf Cybrstk Pls 0498 56299 MS SWndr Prec Pro USB 08/98 $62.99 Saitek Cyborg 3D Jstk 11/98 $52.99 Тип Beach Montego A3DX06/98 $85.99 


MS SideWinder FF Wh) 10/98 5155.99 Saitek Cyborg 3D Pad 11/98 $38.99 Video Cards “SAITEK CYBORG 3D JOYSTICK’ 

Gravis РС Game Pad 04/93 $17.99 М5 SideWinder Standard 12/98 $29.99 Saitek Cybrg 3D Jstk USB 12/98 $55.99 301 Voodoo3 3000 AGP 04/99 $174.99 This unique stick not only sports an 
Gravs PC Gm Pd Pro USB 03/99 $21.99 М5 SideWinder Zulu Pad 09/99 $59.99 Saitek P120 PC Pad 07/99 $9.99 3Dfx Voodoo3 3500 08/99 $249.99 incredible array of functions, but is 
Guillemot Jet Ldr USB 02/99 54799 М5 SideWndr Dual Strk 10/99 $48.99 Saitek P2000 Tilt Pad 07/99 $44.99 ATI All Wonder 16 AGP — 07/99 $224.99 also completely configurable. By 
Guillemot Race Ldr FFWhi 10/99 5129.99 М5 SideWndr GPad Pro 10/99 $38.99 Saitek PC Dash 04/98 $49.99 ATI All Wonder 16 PC! 08/99 $239.99 using the unique Cyborg adjustment 
Guillemot T Leader урай 10/99 528.99 _ 09/9 Saitek R100 Racing Wh! 07/99 $49.99 ATI All in Wonder32 09/99 299.99 tool the Cyborg 3D Stick can be 
- === =) ‘CH F-16 FIGHTER ы Ra Fro Fabk WI 1188516898 Criv 3D Вт RIVA TNT2 0/99 $189.89 configured to fit your hand, whatev- 

: Cua aitek R4 Racing Wh! 12/98 $9299 — CrvaDBIstrRIVATNT2Ultra 09/99 $199.99 er your hand-size and whether you 


STICK’ Designed 
with the look & feel Saltek 5Р550 Stk & Pd 09/99 $29.99 Ота Stith Ill 5540 Xtrm 08/99 $119.99 are right or left-handed. Features 


f F-16 Falcon's Saitek ST110 Dynmc Stk 07/99 $19.99 Ота Viper |І 32MB. 11/99 $199.99. precise 3D twist function. Ratio dig- 
SA Saitek USB Hub. 10/98 $39.98  Dmnd VprV770AGP 06/995179.99 ital technology. Up to 24 program- 
| Jet grip, this IOP | Saitek х-з5т System 0508 54899 Omnd Vpr'V770 ШІ. AGP 06/99 $229.99 ак a 
| rated controller) sarok x-36 Cont Sys 0598510799 біті Maxi Gmr Xntr32 10/99 $219.99 Saitek (Hardware) 
| features опе Ê WaY | Saitek x-36F Joystick 04/98 $6999 Release: NOW 
| | switchi three 4-| Saitek X-36T System 1298 56099 GullMaxiGmrknforINT2. 10/99 $128.99 apc 
| Way SWITCHES, | Saitek x6-33M Pad 11/98 $27.99 Matrox Millenium 0400 06/99$119.99 
three fire Buttons, | ssi P750 Ogti Cnt Pd 07/98 52999 Matrox Міст G400 MAX 09/99 $239.99 = "EVERGLIDE ATTACK PAD 
Fae ee Waar Suncom SFX Plus Pad 01/99 $3899 Маіх Marvel G400-TV — 11/99 $299.99 10.5" MOUSE РАО’ were 


TM Millennium 30 Int 01/98 54499 Maxi Gamer Cougar TNT2 10/99 $129.99 
TM NASCAR Chargr 0299 53499 Maxi Gmr Coug, Video — 10/99$149.99 


designed specifically for gam- 
ing. The new pads feature a 


throttle. Use with 
the PRO THROT- 


TlEfor up to 40 COMPUTER GAMES: ARCADE | concave ergonomic design, 
programmable sleek micro-beveled edging, & 
functions! 7-foot Pandora's Вох 0899 $19.99 — | pebble-textured surface. The 
table, and connec- | Acade Legends3D 0899 $1899 Phantom Menace 05/99 $44.99 tough, washable surface is 
tors for AT and | “ат Arcade Hits 2 12/99 52899 РК Droids 09/99 52749 molded of high-density resin 
— ps2 Keyboard | "Kol the Saucermen 07/99 $1899 Racer 05/99 $44.99 and feature a unique surface 

Ports Earthworm Jim 30 09/99 $2798 Rayman? 11/99 $26.99 that allows for incomparable 

CH Products Intellivision Lives! 08/99 $3899 — Rayman Forever 0298 $999 glide-ability and pixel-splitting 

[Шш Machines 04/99 $39.99 Sci-Fi Pinball 05/99 519.99 accuracy with every move. 

| Release: NOW Micro Machines V3 04/99 $29.99 Threshhold (Hardware) 

PC Missile Command Cisse 11/99 $2898 расе Invaders 09/99 $28.99 Release: NOW 


399 CHIPS 8 BITS. INC. me 


‘DIPLOMACY’ Тһе 
world's super powers 
are poised in a deli- 
cate balance of power 
in the early 1900s. 
WWI looms on the 
horizon & a wrong 
| move could set off a 
chain of events that 
will change history. 
You must outwit & 
out-talk your oppo- 
nents, & no one can 
get ahead alone. 

Trust, betrayal, faith & 

treachery rule the day 

in this epic game of 
| strategy & domina- 
| tion 
| Avalon Hill 
(Strategy) 
| Release: 12/99 
| PC CD “DIPLOMACY BOARDGAME' 
| Release: NOW 


‘RISK 2' Your mission - capture 
your opponent's flag and protect 
your own. When engaged in battle 
Characters morph into ranked toy 
| soldiers. It's a battle to the death! 
Pit your wits against fellow play- 
|ers(6) over a LAN or Internet. 
‘Hasbro (Strategy) 
Release: 11/99 

PC CD 


| ‘RISK PC’ 
Release: NOW 


"RISK BOARDGAME , 
Release: NOW 


‘SHADOW COMPANY: LEFT FOR 
DEAD' Your mission is to save the 
remains of your unit, abandoned 
after a failed mission in Angola. 
[Manage a mercenary company, 
|from supplies to recruitment 
| Features 9 campaigning areas, each | 
with multiple objectives for dozens | 
| of realistic missions overall, 16 cen- 
tral characters, & multiplayer for 8 
people via LAN, and Internet | 


The World @ 


Interactive Magic (Strategy) 
Release: 11/99 
РС CD 


|'UNREAL TOURNAMENT’ is a 
| stand-alone 3-0 shooter/arena 
game with over 30 levels & richly 
| textured thrilling environments. 
| Single player with fully customiz- 
| | able teammate ‘bots’ or multiplayer 
| with up to 16 "bots" &/or humans. 

| Novice training mode & all-new & 
| enhanced big-bodycount weaponry 
| make this an experience like по 
| other. 


| 
| GT (Action) 

| Release: NOW 
PC CD 


‘MORTYR’ A 1st person shooter set 
in several historical & futuristic 
environments. A time-traveling sol- 
dier fights Nazis in the 1940s & 
| their distant cousins in the future. 
| Both parts of the game - 1944 and 
the future - have different sets of 
| Weapons & enemies. Except for the 
single player missions, the game 
Contains a variety of multiplayer lev- 
els - 5 deathmatch, 4 cooperative 
plus 1 Capture The Flag level. 
Interactive Magic (Action) 
Release: 11/99 

PC CD 


| RAINBOW SIX: ROGUE SPEAR’ 
Rainbow Six is back..& tougher 
than ever. Features new weapons & 
|Snipers; and with over 400 new 
| motion capture moves, terrorists & 
hostages react even more realisti- 
cally. Guide your team with a joy- 6 
Stick, add more terrorists with the 
| mission editor, & send your friends f 
la copy of your greatest attack with 
the cinematic repla feature. 


Red Storm (Action) 
Release: 10/99 
PC CD 


151299005 


Droer now and тесел 
Dur free catalog with 
топѕалоѕ of games! 


VE 


BOARD GAMES 


CARD GAMES 


Tm RELEASE Paice ттк RELEASE PRICE Тт RELEASE Расе ттк RELEASE Расе 
Acquire 06/95 $29.99 2 Robo Rally 01/96 $3699 7th Sea SD 0999 5809 
Advanced Civilization 12/94 53190 Diskwars assorted ea. 07/90 $8.99 Samurai Swords 04/97 $48.99 Battletech Starter 1196 $7.99 
ASL Platoon Leader 2.5 03/08 $999 Dragon Dice 09/95 $1199 Scrabble Dix 08/97 $4999 MTG Sthor 6th Ed BP ea, 03/97 5209 
ASL Pointe du Ho 0189 соз 99 Eagles of Empire Eylau 04/99 $3699 
ASL Scotland Brave Eastern Front 2nd Ed 12/94 $48.99 Storm Over Scandinavia 03/99 $59.99 MTG Mercadn Masques 5010/99 $9.99 
Age of Renaissance El Grande 11/98 $34.99 Sushi-Jalapeno War 01/99 $39.99 MTG Mirage or Portal ВР 11/96 52.99 
Air Baron Empire of Rising Sun 11/95 $44.99 Totaler Krieg! 10/99 $68.99 MTG Urza's Destiny SD 06/99 $8.99 
Airlines 1 or 2 ea. Empires in Arms 12/94 $36.99 — Ultimate Stratego 08/99 $2599 MTG Urza's Legacy SD 0290 $8.99 
Alexander at Tyre Europa 1945-2030 05/99 $7.99 Victory 06/99 $38.99 MTG Urza's Saga SD 1098 $6.99 
А! Quiet Western Front For Whom Bell Tolls 07% $56.99 Маг Galley 05/99 $49.99 MTG Weatherlight BP 07/97 $299 
America in Flames Gettysburg 3 Days 05/06 $3499 War To End All Wars 08/98 $17.99 Pokemon BP Assorted ea. 11/99 5299 
Ancient Empires 01/95 $28.99 Great War at Sea З or 4 ea.04/99 $3299 War in Europe 10/99$199.99 Pokemon 50 06/99 $899 
Army of the Heartland 07/96 $51.99 Guild Wars 12/98 534.99 We the People 12/84 $36.99 Star Trek TNG SD 07/95 58.99 
Arnhem:3rd Bridge 03/99 $28.99 Hannibal 03/96 $36.99 Wizards Quest 01/95 $21.99 

Harpoon Box Set 11/96 545.99 World in Flames Dix 11/96 $99.99 Tomb Raider SD 09/99 $8.99 
Axis & Allies WW2 '39-'4512/94 $39.99 Неге Come the Rebels 12/94 526.99 р AGE 
Battle Mist 1098 $42.99 India Rails 08/99 $31.99 | BALDUR'S GATE’ Control a party 
Battle Over Britain. 01/95 $29.99 of 6 with over 60 monsters to 
Battleground WW2 03/99 $2899 Midway 12/94 $26.99 ШОТЫ SD height maps for realistic 
Battles Anc. World 2 05/96 $31.99 Mississippi Quee 11/98 $35 99 Ме over terrain- climb stairs, 
Battletech 4th Ed 12/94 52198 Monopoly Deluxe 05/98 52399 [fall Into pits, & traverse rocky 
Blue & Gray 10/95 $2499 Monopoly Star Trek TNG 09/99 $4999 81825. Real-time weather & 
Britannia 12/94 $22.99 Napoleons Leipzig Camp 06/95 52499 (dynamic lighting for realistic day 
Horn 06/98 52499 Noble Armada 05/99 54899 | night changes. Character's 
в 04/99 $58.99 Рах Britannica 12/94 $21.99 appearances change dynamically. 
Castle of Magic 05/99 $24.99 Prncss Ryan Star Marines 07/97 $4499 | Interplay (Roleplaying) 
Circus Maximus 12/94 $13.99 Quests of Round Table 02/99 $1999 (Release: NOW 
Colorado Rails 02/97 $16.99 Rail Baron 12/94 $29.99 PC CD 
Command at Sea Rules 05/96 $17.99 Rebels & Redcoats ior? 05/95 $29.99 | "TALES OF THE SWORD COAST 
n Skies 01/99 52999 Republic of Rome 12/94 s3599 [EXPANSION PACK’ 
12/94 $2199 Risk 03/96 $3799 (Release: NOW 
* - - - 
| HINT BOOKS PC:TRADITIONAL | PC:BUNDLES | [ ROLEPLAYING | 
of Empires 2 - 9 $17.99 3D Ultra Lionel Traintown 09/99 $34.99 Aquazone 2 Deluxe 09/99 $24.99 7th Sea Players Guide 0799 $25.99 
Alien Vs Predator $16.99 Асе Nevada Casino 10/99 $28.99 Army Men Freedom Pck 10/99 $28.99 AD&D DungeonMaste Gde02/95 523.99 
Alpha Centauri $16.99 Babyz 09/99 $39.99  Battlezone Gold 09/99 $28.99 
Army Men 2 81799  Bleem! 08/99 $28.99 Catz 2 Dogz 2 Bndl 05/99 $14.99  Alternity Gamemaster Guide05/98 $25.99 
Baldur's G: $1799 Cabela's Trivia 12/99 $18.99 Св Bg Gm Hntr Pack 0999 $29.99 Ars Magica 4th Ed 08/95 $25.99 
Masters Cisse TE 0999 $10.99 Catz 4 09/99 $26.99 Civil War Explosion Set 06/99 $19.99 Brave New World 09/99 52599 
01/99 $1289 Слес 2000 09/99 $27.99 Dark Side Moon wiBook 08/99 $39.99 Call of Cthulhu Sth Ed. 07/98 $26.99 
03/98 51799 Chessmast 09/99 $34.99 Deer Hnt 2 Ext Sen Comp 05/99 $18.99 Campaign Cartographer 2 09/99 $69.99 
09/99 51798 Clue Chronicles 10/99 $28.99 Descent Freespace Gold 08/99 $38.99 Castle Falkenstein 06/95 $28.99 
бакаа 12/99 $18.99 Cosmo Fashion Makeover 09/99 $17.99 Dragon's Lair Dix Pk 05/98 $18.99 Changeling 0995 $26.99 
Daikatana Auth Strat 11/99 $17.99 Cosmo Fashn Mkeovr Dix 09/99 $42.99 — Family Game Pack 2 10/99 $26.99 Conspiracy X 09/96 $24.99 
Dark 08/99 $17.99 Cosmo Virt Makeover 2 09/99 $19.99 Forgotten Rims Arcvs3 08/99 $12.99 Cyberpunk 2020 05/95 $18.99 
Diablo 2 056 12/99 $17.99 Cosmo Virt Mkeovr 2 Dix 09/99 $42.99 Ғогдойп Rims Arcvs2 08/99 $12.99 DC Heroes Universe 08/99 $24.99 
Cosmo Vrt Mkovr wCamera09/99 $94.99 Half Life:Game of Year Ed 07/99 $39.99 Deadlands Rulebook 10/97 $27.99 
Drakan 0999 $17.99 Hero MM Millenium Ed 1099 $3899 Dragonlance Sth Age $21.99 
EverQuest 056 04/99 $16.99 GmeSpt GameGuide Coll 110/99 $1899 Imagine It 09/99 $2499 Dune $29.99 
Falcon 4.0 02/99 $1699 Gms Email: Clue 11/99 $1499 |тгру 15 Yr Anthigy — 09/99 $2999 Earthdawn $17.99 
Fallout 2 02/99 $19.99 Great Jigsaw Puzzles 08/99 $19.09 Jane's Attack Pack 0699 52799 Fading Suns $21.99 

A Soccer 2000 10/99 $10.99 oard Games 30 09/99 $35.99 Journeyman Prict Tray 05/89 $39.99 Fantasy Earth 5999 
Fighter Squadron SDOE 03/99 $17.99 е Slots & Vid Pkr 08/99 $1999 МЕМ Millenium 10/99 53899 
Final Fantasy 7 Strat 08/99 $14.99 Solitre & Mhjng 08/99 $19.99 Miller Beer 3 Pack 06/99 $19.99 Heavy Gear 08/95 $26.99 
Flight Unlimited 3 $17.99 Hoyle World Games 10/99 $2999 Mummy Ртісіл 8 Mv 0599 $28.99 Hercules & Xena 09/98 $25.99 
Gabriel Knight 3 $16.99 Kiss: Rock Roll Jigsaw 10/99 518.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Half Lite Team Fort2 9 $17.99 Kiss: The Trivia Game 10/99 $18.99 — Starsge Trbe Асіп Pk 09/99 $59.99 Hunter 11/99 $25.99 
Indy Jones Inti Mchn 1199 $17.99 Mad Gab 0999 $2899  Starsege Tribes Extr 11/99 $5489 Іп Nomine 03/97 $23.99 
interstate 82 OSG /99 $17.89 Monopoly 2 10/99 $2839 The 3 Pack 09/99 $1999 Jovian Chronicles 04/98 52599 
Madden NFL 2000 09/99 $10.99 — Monopoly Casino 11/99 52899 Tomb2/Total Bundle 0999 $1999 MERP 2 Softcover 1095 $19.99 
Messiah OSS 11/99 $19.99 Mvs Ben Теле Typng 10 0999 Ultimate Motorcycle Sts 06/99 $27.99 Macross 2 04/95 $11.99 
MS Flight Sim 2000 2/99 $17.99 Petz4 09/99 $24.99 Ultimate Fi Series 06/99 $27.99 Mage 2nd Ed. 02/95 $28.99 
NFL Blitz 2000 08/99 $11.99 Poker Night w/D Slansky 08/99 $26.99 War at Sea Coll 06/99 $12.99 Mage Sorcerer Crusade 10/98 $24.99 
Nox 11/99 $17.99 Riverboat Casino 08/99 $18.99 WarCraft Bttl Chst Pltnm 11/99 $54.99 Marvel Super Heroes 09/98 $21.99 
Omikron: Nomad Soul 10/99 $17.99 Rubik's Games 09/99 $18.99 West Front: Elite Editn 10/99 $44.99  Mechwarrior 07/95 $13.99 
Outcast ESTON ڪي‎ шаны Nephilim 0995 $18.99 
Pharaoh 1099 51799 'SEPTERRA CORE Intriguing Palladium Fantasy 03/98 $21.99 
Prince of Persia 30 09/99 $16.99 | puzzles, strong character develop- Pendragon 4th Ed. 05/95 $24.99 
Pro Pilot 2000 9 $1799 | ment & fast paced strategic com oat Rifts 06/95 $21.99 
Quake 3 Arena 81799 | bat, in а highly detailed fantasy Py Riddle Rooms 04/09 $9.99 
Quest for Glory 5 $1699 | world. Highly developed storyline Robotech 04095 $1199 
Rainbow Six Gold 9 51299 | & characters offer 15 chapters of Shadowrun 3rd Edition 10/98 528.99 


Requiem 
Revenant 


Starsiega: Tribes 
System Shock 2 

Thief Gold Dark Project 
Tomb Raider 4 
Ultima 9: Ascension 
Worms Armageddon 


98 
$10.98 
$12.99 
$10.99 
$16.99 
$10.99 


| gameplay. Choose from 8 com- 
panions, each with a unique back- 
ground story, motivation and skill 
set. Clock based combat has all 
the strategy of turn based combat, 
| һи keeps the game fast paced. 

| Topware (Roleplaying) 

| Release: 11/99 

PC CD 


Swords of Middle Kingdom06/99 $23.99 


Traveller 09/96 $22.99 
Tribe 8 10/98 $25.99 
Trinity 03/98 $26.99 
Unknown Armies 09/99 $21.99 
Vampire 3rd Edition 10/98 $27.99 
Werewolf 02/95 $24.99 
Wraith 02/05 52499 

1999 CHIPS 4 BITS, INC. 


SONY PLAYSTATION. | 


ттш Вик Ри Tme Виш Puer Tne Russe Price Тт Reise Pu 
Ace Combat 3 10/99 $46.99 King of Fighters 99 10/99 $4699 NASCAR 2000 0998 53999 Type Delta 09/99 53949 
Bass Landing w/Contrir 10/98 $59.99 — Knights of Carnage NBA Live 2000 10/99 53999 АС Stunt Copter 08/99 $39.99 
Bloody Roar 2 05/99 $39.99 Knockout Kings 2000 NBA Shootout 2000 11/99 $42.99 
Broken Sword 2 1099 54499 LEGO Racers NBA Showtime NBA/NBC 11/99 $44.99 Road Rash Unchained 11/99 $39.99 
CTR.Orash Team Racing 10/99 $42.99 Last Defense Armada 10/09 $4699 NCAA Final Four 2000 11/99 54298 Rugrats Studio Tour 10/99 $44.99 
Carmageddon 2 10/99 $42.99 "RESIDENT EVIL 3: NEME:] Shadow Tower Ш 
Chessmaster Miwon 1009 $9209 | e VES 
- ¬ ing with flesh eating zom | o storm 
с bles, our "heroine, | Sl ofthe Samurai | 09/99 
Cool Boarders 4 11/99 54299 с Valentine, must rely on} SPace Invaders 10/98 
Crash Bandicoot Warped 11/98 $42.99 = Tite forte and cunning to} Soro the Dragon 211/99 
Crusaders Might Magic 10/99 $42.99 Star Wars Phantm Mence 09/99 $44.99 
CyberTiger Golf 109 54259 | Ше 
Dead or Alive 2 12/99 $44.99 >. more terror’ & even more} Supercross 2000 11/99 $44.99 
Demolition Racer туда $46.99 5 evil Tenchu 2 $44.99 
Detonator Gauntlet 10/99 $46.99 ш Test Drive 6 542.99 
Dino Crisis 09/99 $49.99 = $42.99 
Driver D7/99 $39.99 $42.99 
ж nmn Capcom (Adventure dee 
A Soccer 2000 10/99 $44.99 PSX] Toer Woo: $39.99 
Fatal Fury Wid Ambtn 09/99 $39.99 Tomb Raide: 9 $4299 
|мег Maker $42.99 Legacy Kain Soul Reavr 08/99 $42.99 NCAA Game Breaker 2000 08/99 
Fighting Force 2 $42.99 NFL Blitz 2000 08/99 5 
Lunar Silver Star Story 08/99 $48.99 NFL Game Day 2000 08/99 
Final Fantasy Anthology 10/99 $44.99 МТУ Sports Snowboard 10/99 $42.99 NHL Face Off 2000 1099 $39.99 Twisted Metal 4 
Frogger 2 11/99 $42.99 oss VFX 10/99 $4299 МІНІ. Hockey 2000 09/99 53999 Vandal Hearts 2 
G Police 2 09/99 $42.99 Madden Football 2000 08/99 $39.99 Need Speed 5 Motor City 10/99 $44.99 Vegas Games 2000 
Gallop Racer 09/99 $48.99 March Madness 2000 Need d V Rally 2 11/99 $39.99 Vigilante 8 2 Offense 
T Medal of Honor PSX Dual Shock Asstd Clr 05/98 $29.99 WCW Mayhem 
Grand Theft Auto 2 10/99 $39.99 Metal Gear Solid PSX Game Shark Pro 04/99 $39.99 WWF Attitude 
Grandia 10/99 $44.99 PSX Memory Card 09/95 $14.99 Warzone 2100 
Indy Jones/Infrni Mach 11/99 $46.99 Missile Command Wipeout 3 09/99 $39.99 
Jade Cocoon 07/99 $4499 — Mission Impossible j 1099 $4499 Wu Tang Killah 11/99 53929 
let Moto 3 0999 $39.99 — Monaco Grand Prix 
Jurassic ParkWarpath 10/99 $39.99 Monster Rancher 2 Xenogears 10/98 $42.99 
NINTENDO 64 | DREAMCAST 
4х4 Mud Monsters 10/99 $64.99 Golden Eye 007 09/97 NFL Blitz 2000 08/99 Castlevania Resurrectn 11/99 $49.99 
All Star Baseball 2000 04/99 $64.99 10/99 NFL QB Club 2000 09/99 
All Star Tennis 99 10/99 $59.99 ۷ 10/99 $59.99 Paper Boy 64 10/99 House of the Dead 2 09/99 $49.99 
Armorines. 10/99 $59.99 Hot Wheels 09/99 $5499 Perfect Dark 04/00 incoming 10/99 $46.99 
Army Меп:багде 5 Heroes 10/99 $52.99 Hybrid Heaven 09/99 $54.99 Pokemon Snap 08/99 Marvel Vs. Capcom 10/99 $48.99 
Asteroids Hyper 64 10/99 $56.99 Pokemon Stadium. 02/00 Power Stone 09/99 $49.99 
Bass Hunter 07/99 $5499 Кеп Griffey Jr BB 2 05/99 $4999 Quake 2 07/99 $ Ready 2 Rumble Boxing 09/99 $48.99 
Battle Tanx 2 10/99 $54.99 Knockout Kings 2000 1199 $64.99 Quest 64 06/98 Soul Calibur 0999 $48.99 
] ‘DONKEY KONG He's big. ] ^"? Tues p 
He's bad. He's back. Eight | 0/2 Rumble Boxing 11/39 Streetfighter Alpha 3 
Worlds. over 30 ШО Pesiien Evil 64 10199 Time Crisis 
games & 3 new charac-| «от Баз a, Pus | 
| ters. There are 109 special ges bu ي‎ 
| moves available, & youll) Soman 08/99 Blades of Ste 
| have to master them all Smash Brothers. 05/99. Bugs Bunny 4 
| before you reach the end South Park Rally 10/99 Chase HO 
1199 Deer Hunter 


| of the adventure. Power- 
| | г By] ups like peanut pistols, 
| [e | pineapple launchers & 


| fruit grenades add a fran- 
Nintendo LIT) tic shoot ‘ет up quality to 


Release: 11/99 DK 64. 

N64 

Battlezone 10/99 $59.99 — Legend of Zelda 11/98 53999 

Blades of Steel 2000 11/99 $56.99 LEGO Racers 10/99 $56.99 
Looney Tunes Space Race 10/99 $52.99 

Command & Conquer 07/99 $49.99 Madden Football 2000 4 

Cyber Tiger бой 11/99 55499: Mario Golf 64 4 

Destruction Derby 10/99 $54.99 Mario Party 

Diddy Kong Racing 12/97 $39.99 Monopoly 

Donkey Kong 64 11/99 $59.89 Mort. Kombat Spec Fo 

Duke Nukem Zero Hour 09/99 $54.99 — N64 Controller Asst Clr 


Earthworm Jim 64 
Fighting Force 64 
GEX 3:Deep Cover 


$56.99 
$59.99 
$62.99 


N64 Rumbi 


Pa 


10/98 


NASCAR 2000 


Goemon's Great 


09/99 $52.99 


to change at any time, Hardware may require added S&H. Within 10 day 
applies. All sales final, S&H calculated on a per order, per shipment, and per it 
per order’ charge is charged ance ре! T item 
d and the "per shipment" charge is charged 
make to you. For each US order $10.00 will be allocated to a 


ks. Money Orders under $200 same as cash. COD $8, Pri 
fective 


hipment we 
ption to 


Duke Nukem 3D 
FIFA Soccer 2000 
Game & Watch Gallery 3 


12/99 52899 


Ghost'n Goblins 
Legend Zelda Link Awake 
Lufia Ruins Chaser 


10/99 $28.99 
01/99 $28.99 


Thrasher Skate & 


Tiger We 10/99 12/99 53199 
Tonic Trouble 09/99 Madden Football 2000 10/99 $29.99 
Топу Hawks Pro Skater 11/99 $ mmand 


пег Race 2 
NBA Courtside 3-on-3 
NFL Blitz 2000 
NHL Hockey 2000 
PacMan/PacAttack 


Top Gear Hyper Bike. 
Toy Story 2 11/98 
Turok Dino Hunter 2 12/98 $ 
Vigilante 8 2 Offene 12/99 


10/99 


Virtual Chess 64 06/98 

Virtual Pool 12/98 Revelation Demon Slayer € 
WCW Mayhem 09/99 Space Invaders 

WinBack Survival Kids 


rms Armage 
WWF Wrestlemania 2000 
Xena Warr 


TNN Outdoors Fishing 
Lord Валін 


mot guaranteed & are 
the manufacturer's 


Per Order 
Per S} 


Computer Games Strategy Plus. Call for details 


CHIPS E BI 


| VIGILANTE 8: 
[бЕсоно 
| OFFENSE’ tea- 
| tures destructible 
| environments 
| morphing vehi- 
ES special 
attack moves and | 
[multiplayer 
(options. Blast 


| your way through 
| 12 arenas across 
| the U.S. & hidden 


| areas, powerups 

| ап! weapons. 

| Pilot your arsenal 

| loaded vehicle 

| through curves, Ee 
| high speed high- 

| ways & more. 


| Activision (Simulation) 
| Release: 11/99 


l'KNOCKOUT KINGS 2000' Step 
| into the ring with the 50 greatest 
|fighters ever! Ali, Frazier, Lewis 
|Holyfield & others slug it out in 
slugfest or simulation mode in 
| authentic boxing arenas. Replay the 
| greatest fights in history or refight 
| them yourself & change sports his 
| tory. 
| EA (Sports) 
Release: 11/99 


PSX 


‘MEDAL OF HONOR’ Pr 

tor your finest hour as you fig 
WWII on the PSX, Land behind 
hostile lines as a Special Fc 
agent & execute covert oper 


ПЕ 


ion 


) immersive 
14 WWII 


: PlayStat 


EA (Strategy) 
Release: 11/99 
PSX 


“CASTLEVANIA: RESUR- 
RECTION' Summoning all 
the powers of Hell, the dark 
Countess of Castlevania has 
created a portal for Dracula 
to re-enter our world, along 
with a raft of foul suck-ups 
anxious to do his bidding. 
Step into this tangled-trap 
filled castle, ready to whip 
and slash these suckers to 
Hell and back 

Konami (ІШЕДІ, 


Release: 11/9 
Dreamcast 


“SOUL FIGHTER’ Fight as 

опе of 3 character, each with 

their own strengths & attrib- 

utes as you take on more 

Я than 40 enemies. Six huge 

: ^ levels to explore with various 

A | weather & environmental 

conditions. Explore castles. 

jÎ dungeons, caverns & towns 

М while searching for lost souls 

and battling enemies that 
| attack singly or in groups. 

Mindscape (Fighting) 

Release: 11/99 

Dreamcast 
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“GAUNTLET LEG- 
ENDS’ Enhanced ver- 
sion of arcade classic 
1 to 4 players choo: 
from 8 unique charac- 
ters. Use weapons and 
exotic magical powers 
| to defeat new enemies 
| and bosses. Two new 
| Î worlds to explore. 
] Save and transport 
Қ э em | high-level. characters 
Midway (Adventure) to a friend's console, 
Release: NOW 
N64 


| GAUNTLET 
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BRINGING GREAT VALUES HOME. 


Inspiron™ Notebooks include: 

= М5" Works Suite 99 Software 

= McAfee VirusScan 4.02 = MS‘ Windows” 98, SE 
= Lithium fon Battery = Inspiron™ Set-up Video 
и 3-Year Limited Warranty" 


NEW DELL* INSPIRON™ 3700 

Light Weight, Light Price 

® NEW Intel® Pentium® Ill Processor at 450MHz 

= 14.1" XGA Active Matrix Display 

= 64MB 100MHz SDRAM а 4.8GB‘ Ultra ATA Hard Drive 
" Modular 24X Max’ Variable CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility"-M1 3D Video 

= 3D Positional Sound with Wavetable 


2. As low as $68/Mo., 48-Mo. Plan" 
92 EVALUE CODE: 89389-801123 
Dell* Recommended Upgrades: 
= 96МВ SDRAM, add 599 


в Kodak DVC 325 Digital Video Camera, add $129 
= HASBRO” Interactive Game Pack", add $79 


NEW БЕП“ INSPIRON” 7500 DELL? /NSPIRON" зоо 

Designed for Value 

= Intel” Celeron" Processor at 400MHz 

= 14.1" XGA Active Matrix Display 

= 32MB SDRAM = 4,868: Ultra ATA Hard Drive 

= Modular 24X Max’ Variable CD-ROM 

ec = NeoMagic* MagicMedia™ 256АУ AGP Video 
= 3D Surround Sound with Wavetable 


Еву s. As low as $49/Mo., 48-Mo. Plan™ 
> АФ. E-VALUE CODE: 89389-801117 


= NEW Intel® Pentium® Il! Processor at 500МН: 
15.4" SXGA Active Matrix Disp! 
64MB 100МН: SDRAM = 


4GB' Ultr 
able Combo 24X Max’ Variable CD-ROM and Fic 


a 
= ATA Hard Р 
a 

ж 2X AGP ВМВ ATI RAGE M: 

. 

" 


bility"-P 3D Vi 


3D Positional 


internal PCI 


„į As low ав $87/1 
% 319 9 * “УА 59388-801131 Dell” Recommended Upgrades: 
ре!” Recommended Upgrades: = Internal PCI 56K Capable" V.90 Fax Modem, add 559 
= Dellnet* 1-Year Internet Access 20MB of Ohline Backup 5129 = 64MB SDRAM, add 599 
= HASBRO” Inter Game Pack = Home Reference 4 Pack”, add $79 


a Removable Combo 6X Мах” Уа 
FREE DVD Movie 


NEW DELL? INSPIRON™ 7500 

Mobile Desktop 

= NEW Intel" Pentium® IIl Processor at 500MHz 

= 15" XGA Active Matrix Display 

= 64MB 100MHz SDRAM т 4.8GB* Ultra ATA Hard Drive 

= Removable Combo 24X Max’ Variable CD-ROM and Floppy Drive 
= 2X AGP 8MB ATI RAGE Mobility"-P 3D Video 

= 3D Positional Sound with Wavetable 

= Internal PCI 56K Capable” V.90 Fax Modem 


„ As low as 574/Мо.,48-Мо. Plan? 
$26 99 € VALUE CODE: 85389-801 126h 
Dell* Recommended Upgrades: 
= Removable Combo 6X Мах" Variable DVD-ROM and Floppy Drive with 
FREE DVD Movie Offer”, add $169 
= Delinet™ 1-Year Internet Access" with 20MB of Online Backup", add $129 
п Upgrade to 6.4GB' Ultra ATA Hard Drive, add $99 


E THE POWER OF 


st technology with our latesi 


rices and learn about current discounts 
44 promotions at www.deli4me.com 


"Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR THIS 
APR. APR for qualified customers varies by creditworthiness of customer as determined by Dell Financial Services L.P. 
Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due with 1st payment unless included in the 
amount financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell Financial Services 
LP., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN res- 
idents. Availability may be limited or offer may vary in other states. 

Pricing not discountable. Prices and specifications valid in U.S. only and subject to change without notice. "For a complete copy of Guarantees or Limited Warranties, 
write Dell USA LP, Attn: Warranties, One Dell Way, Round Rock, TX 78682. "At-home or on-site service provided via service contract between customer and third-party 
provider, and is not available in certain remote areas. Technician dispatched if necessary pursuant to phone-based troubleshooting with technical support personnel. 
Other conditions apply. ‘For hard drives, GB means 1 billion bytes; total accessible capacity varies depending on operating environment. °17X Min. '10Х Min. "20X Min. 
"25Х Min. "Download speeds limited to 53Kbps. Upload speeds are less (in the 30Kbps range) and vary by modem manufacturer. Speeds also vary depending on line con- 
ditions, Analog 


pentium:/// 


NEW DELL? Dimension’ хғ 700: 


Cutting Edge Technology 
ш NEW Intel® Pentium Processor at 700E MHz = 128MB SDRAM at 

= 20.46 (7200 RPM) ш 17* (16.0" viewable, .28dp) M770 Monitor 
= NEW CE AGP Graphics Card 

= NEW 48X Max" Ма CD-ROM Drive 

= NEW SB Live! Value Digital with MusicMatch* Jukebox Enhanced Version 

и NEW Harman Kardon НК-595 Surround Sound Speakers with bwoofer 

= G.Lite+V.90 56K Moder 

жш NEW 1-Year Delinet™ Internet Access™ with 20 


$2699 ет i тт 


Dell? Recommended Upgrade 
ж 17" (16.0 
a Sony 4x/2x/24x CD-R 


viewable, 25AG) P780 Trinitron Monitor 


Dell? Edition 
501130h 


= МЕЙ/ М5" Natural Ke 


Add $349 


DELLA me 


the most out of technology. 


SOFTWARE: Dell offers a variety of software multipacks designed for work, education 
or play. = Fast Track Game 5-Pack", featuring Star Wars Rogue Squadron, $99 
п Quicken Power 3-Pack", 589 = Choose from опе of four Education Packs", $79 


PRINTERS: Dell simplifies your life and ensures compatibility by pre-installing drivers 


for select printers” on your new Dell PC. а HP 895 Printer, $299 ш Other brands and models 


available, starting at $129 


CAMERAS AND SCANNERS: Dell offers you the tools you need to take pictures 
and archive images on your hard drive instead of in a shoebox. Send pictures and video to 
friends and family via e-mail. = HP" 4200 Cse ScanJet, $199 = Intel® PC Camera ProPack, $129 
= Fuji MX1200, $299 


SERVICE AND SUPPORT: Dell offers you the help you need when you need it, via 
phone or online. & 24x7 phone and online tech support ш Dimension Premier 3-Year 
At-Home Service’, add $99 = Inspiron 3-Year On-Site Service”, add $99 в Support.dell.com 
for innovative online support tools 


INTERNET ACCESS AND SERVICES: Dell offers you access to the Internet as 


well as online services and resources designed to help you make the most of your PC. 
= Delinet® Internet access" with 20MB Online Backup" = Simple drag апа drop website 


creation tool with 12MB storage ш Over $100 worth of special offers for Dell customers with 


popular online retailers. 


PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a 
wide range of customer needs. = Dell Platinum Visa® Card = Purchase Plan? 
= E-Check (automatic checking withdrawal) 


The Dell4me total ownership experience; 
omplete resource for products and 


s that make it easy for you to get 


Dimension" systems include 
= Keyboard = MS? Works Suite 99 Software ш Mouse 
= McAfee VirusScan 4,02 и 3.5" Floppy и М5" Windows” 98, SE 
= 3-Year Limited Warranty’ = 1-Year At-Home Service® 


NEW DELL” Dimension’ хрѕ ттоог 

Cutting Edge Technology 

в NEW Intel® Pentium” IIl Processor at 700E MHz 

= 128MB SDRAM at 100MHz = 256KB Integrated L2 Cache 

= 13.6GB* Ultra ATA Hard Drive (7200 RPM) 

a 17" (16.0" viewable, .28dp) M770 Monitor 

a NEW 32MB NVIDIA TNT2 M64 AGP Graphics 

т NEW 48X Мах" Variable CD-ROM Drive 

в NEW SB Live! Value Digital with MusicMatch* Jukebox 
Enhanced Version 

ш Altec Lansing ACS-340 Speakers with Subwoofer 

= 3Com* V.90 56K" PCI Telephony WinModem 

€ NEW 1-Year Dellnet" Internet Access™ with 20MB Online Backup” 


$ 2 3 9 9 Di Ала IMa et Plan” 
~ CODE: 89389-501123 
Dell* Recommended Upgrade: 
= NEW 32MB NVIDIA TNT2 “Ultra” AGP Graphics 
a 100MB Zip Drive with One Disk 
ж NEW Microsoft® Natural Keyboard Pro, бей” Edition 
Add $259 E* VALUE CODE: 89389-501126y 


DELL* Dimension” xps T450 

High Performance, Great Value 

= Intel® Pentium’ 111 Processor at 450MHz а 64MB SDRAM at 100MHz 
= 512KB Integrated L2 Cache ® 6.4GB* Ultra ATA Hard Drive 

a 17" (16.0" viewable, .28dp) M770 Monitor 

= 16MB 3DFX Voodoo3 30000 AGP Graphics Card 

а 40X Max’ Variable CD-ROM Drive m Yamaha XG 64V Wavetable Sound 
® harman/kardon HK-195 Speakers 

* V.90 56K" PCI DataFax Modem 

m NEW 1-Year Delinet™ Internet Access“ with 20MB Online Backup” 

a Canon BJC 2010 Printer with Cable 


2.) As low as $39/Mo., 48-Mo. Plan” 
$ 14 2 9 E+ VALUE CODE: 89389-501114f 
Dell? Recommended Upgrade: 
= 13.6GB* Ultra ATA Hard Drive 
= G.Lite* V.90 56K Modem” 
= NEW 8X Мах” Variable DVD ROM Drive with FREE DVD Movie Offer” 
Add $219 E*VALUE CODE: 89389-501116f 


NEW DELL* Dimension® 1400с 

Affordable Desktop Solution 

= Intel® Celeron" Processor at 400MHz ™ 32MB SDRAM at 100MHz 

в 128KB Integrated L2 Cache в 4.3GB* Ultra ATA Hard Drive 

в NEW 15" (13.8" viewable) E550 Monitor m Intel® ЗО AGP Graphics 
= 40X Max’ Variable CD-ROM Drive = SoundBlaster 64V PCI Sound Card 
a harman/kardon HK-195 Speakers 

= V.90 56K" PCI DataFax Modem 

= NEW 1-Year Dellnet" Internet Access“ with 20MB Online Backup'* 


_. As low as $25/Mo., 48-Mo. Plan” 
ж E*VALUE CODE: 89389-501108 
Dell* Recommended Upgrade: 
= 64MB SDRAM at 100MHz = 6.4GB* Ultra ATA Hard Drive 


= 17" (16.0" viewable, .28dp) M770 Monitor 
Add $159 E*VALUE CODE: 89389-501110 


1.800.395.5383 mon-sun: zænpcr 


пм. 
phone line and compatible server equipment required. “Includes 150 hours Internet access per month, with $1.50 per hour charge for each hour (ог B E D | R E С Т 


fraction thereof) over 150 hours. Remote subscribers subject to additional charge of $4.95 for each hour of Dellnet service. Excludes applicable taxes 


and local/long distance telephone access fees or charges. Additional $1.00/hour surcharge for Delinet service in HI and AK. "Online backup services ® 
are provided by a third party, and such services аге provided subject to terms and conditions between such third party and the customer. Limited to 
20MB online storage; additional storage space available at additional charge. Dell disclaims any responsibility for lost customer data. "Software, pack- 
aging and documentation differ from retail versions. "For select Hewlett Packard printers. *Modem is designed to allow max. download rate in G.Lite 
mode of 1.5Mbps, but will vary with line conditions and distance. Activation of the G.Lite feature on this modem requires a software update via Internet. 
G.Lite service is not currently deployed, and once deployed, availability of G.Lite service will vary by region and Internet Service Provider (ISP), and 


may differ from V.90 ISP services. Simultaneous use of a single phone line for access and regular voice/fax usage in G.Lite mode may require a line 
splitter or filter under certain conditions. Installation of a line splitter must be performed by and is subject to additional fees charged by your local tele- 


phone company. "Limited time offer. Includes one (1) DVD title (max. $20.00 total value, inclu 
Dell system with a DVD-ROM drive, Internet access required to register for the offer; see det 
within 60 days from the date of system invoice. Intel, the Intel In 
Corporation. MS, Microsoft, IntelliMouse and Windows are registered trademarks of Micr 
Corporation. HP and DeskJet are registered trademarks of Hewlett Packard Corporation. © 


tax and shipping charges) with purchase ога nw МАМАМИ. delldme.com 


ails at www.dell.com/dellzone. Offer must be redeemed 
ide logo and Pentium are registered trademarks and Celeron is a trademark of Intel 

oft Corporation. 3Com is а registered trademark of 3Com 
999 Dell Computer Corporation. All rights reserved, 


(WHAT GERMANS REALLY 00 BEST 


Designed and developed in Germany by 
Wings Simulations, Panzer Elite" is poised 

to take the high ground as the most realistic 

w ДА platoon-based WWII tank simulation yet seen 
ш p" } for your РС. 


MY COMPUTER SHOULD) IIN Г ОЕ 


and accurate measurements from actual 
working WWII tanks at the Panzer Museum 


QUALIFY AS AN 1 Б 
Я Woods аге made of individual trees and 

Ў bushes. Different terrain affect movement and 

в cm performance. Destructible buildings, trees and 


foliage provide realistic tactical options. 


Fully supports any combination of mouse, 
keyboard and joystick. The Tank-Mouse 
Interface and pop-up windows allow easy 
access to all necessary controls and commands. 


ЕСІ Y heart beats like a erheated jackhamme eat forr r ur forehead. Y. ated left 
witche t's jt another normal afternoon sitting in front of r Dime X є 


incredibly intense. It more benefit of th | mplet 80 historically accurate missions covering 
: du | that make for you t th Normandy, Sicily, Italy and North Africa. 
ж > Features Instant Action, Single Mission and 
Full Campaign modes of play. 
DELL4 YOUR THOUGHTS EXACTLY 


Featuring over 80 different units including 
infantry and 22 playable tanks. 


NEW DELL* DIMENSION 


With over 30 realism settings, Panzer Elite 
accommodates the distinct needs of novice and 
hard-core players. However, Germans only 

play while using the highest realism settings. 


Supports up to 6 players over LAN, modem 
or serial link, 4 players via Internet. 


BE DIRECT’ 


e рец. 


1.800.395.5383 (osos zin www.dell4me.com 


“Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR 
THIS APR. APR for qualified customers varies by creditworthiness of customer as determined by Dell" Financial Services 
L.P. Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due with 1st payment unless 
included in the amount financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell 
Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, 
excluding AR and MN residents. Availability may be limited or offer may vary in other states. 
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X ROM. For 5A 
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P an © 1999 Wings Simulation GmbH. Published under exclusive licence by Psygnosis Ltd. Panzer Elite, Psygnosis and the Psygnosis logo are ™ or ® Psygnosis Ltd. All rights reserved. 


Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


if you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


